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Its your worst nightmare. Medieval monsters 
that’ll keep, fighting even alter they lose a limb. 


Use any one of 28 different mutilating moves 
to divide and conquer the defiant demons, 
bloodthirsty beasts and overzealous zombies. 


Explore Gothic London as the faithful Ignatius 
or sword-wielding Nadia. Solve puzzles 
that’ll lead you to the evil Adam Crowley. 


1 bloody good time in jolly old London, 


The nightmare begins October 31. 
For more on this tale ol terror, call 


Or vioit ivmv.iiightniare-ereatureo.com 
or rnviv. ka lioto. com 
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Rest assured, MegaFan will be bringing 
you a fine guide to this incredible game 
in the next issue. 

However, for the moment, the master¬ 
ful Costlevania SOTN gets torn apart 
limb from bloody limb in the first part of 
our coverage on the best 2D platformer 
around, as well as more ‘cult’ titles 
(such as Ogre Battle ) which we’re 
determined to feature as prominently 
as the bigger selling releases. If the 
game’s good, we’ll be 
taking it apart! 
We’ve also recruited 
some top flying aces 
for our Ace Combat 2 
coverage, as well as 
plunging the depths 
in search of some particularly pleasant 
Treasures of the Deep strategies. 
Special mention must also be made of 
the masterful and highly addictive 
Goldeneye , a new and incredibly fun 
slant on the corridor genre. Although 
this appeared too late for any major 
coverage, we’ve spent the last week 
bludgeoning bad guys and taking on 
terrorists in order to reveal two new 
missions, loads of hidden characters 
and a plethora of awesome codes! Any 
Nintendo 64 owner should instantly 
grab a copy and play it... if only to see 
the gigantic Jaws in all his frightening¬ 
ly realistic texture-mapped glory! 

Hope you enjoy the issue, and of 
course any comments you 
may have are more than 
^ welcome... But for now, 
I’m off to challenge all- 
f comers in the EX dojo. 

A —/ Until next time... 

rj | David S J Hodgson 

• (Editor in Chief) 


U round to peruse the third 
MegaFan in all it’s newly- 
improved glory. We’ve taken a long 
hard look at the second issue, twiddled 
and tweaked various elements and gen¬ 
erally attempted to bring you even 
more strategies, tricks, combos and 
tips for the very best video games of the 
moment. I’m particularly proud of this 
special ‘Capcom’ issue, in which three 
of that company’s 
finest fighting titles 
receive the mam¬ 
moth (not to mention 
exclusive) MegaFan 
coverage they 
deserve. We’ve 


u We’re determined to feature 
*cult’ titles just as prominent¬ 
ly as the bigger-selling 
releases. If the game's good, 
we’ll be taking it apartr 


away to one lucky reader... check our 
competition for further details! Of 
course, Capcom isn’t just a world- 
renowned fighting games company. 
We’ll be first in line at the Raccoon 
County Sheriff's department when 
hordes of mutated shambling undead 
rise from the ground... 

By now, all PlayStation owners worth 
their salt should have secured . ^ j 
a copy of Final Fantasy VII 
for their collections, and Q v 
rightly so; this is a ^ 
monumental achieve- ^ \ 

ment from Square, ^ i \ 
and deserves pride £ |\ ' 

of place in any ^ J \ 
video-gamer’s shrine. ^ 
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^ - SOME KILL) FOR SPORT 

SOME KILL'FOR GLOR 
KILL FOR 


16 MULTI LAYERED 

ARENAS OF COMBAT H| \ •>;. j 
contain hidden rooms and secret levels for 
a vicious challenge at every turn 

TRANSFORM INTO YOUR KILLS 

and steal their powers for any hope of survival 

A FUTURISTIC WEAPONS ARSENAL 
housing the most lethal weaponry ever made 


3-D 


shooter! 

» PSExfcreroe 


2-PLAYER SPLIT-SCREEN DEATHMATCH 
OR COOPERATIVE MODE ON PLAYSTATION™ 
AND LAN/MODEM SUPPORT ON PC 


Download the demo at 
www.machinehunter.cont 
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10 DEADLY CLASSES OF DROIDS each one more 
devastating than the last 

EUROCOM 


Windows 95 


# 

l/* 


'V 




m-r *\ 

'■ • * 




‘ ’Hold on for two-fisted 
action in a wild new 
PlayStation shooter!” 

- Next Generation Online 


CD-ROM 


THE ULTIMATE COMBAT CHALLENGE you must first 
waste the enemy - then take over their bodies and 
use their powers to crush even deadlier opponents 

Developed by Eurocom 

Licensed by Sony Computer Entertainment America for use with the PlayStation gome console. PlayStation and the PlayStation logo ore trademarks of Sony Computer 
Entertainment inc. Windows is a registered trademark of MICROSOFT CORP. MACHINE HUNTER™ © 1997 Eurocom Developments Ltd. All Rights Reserved. 
Design © 1997 MGM Home Entertainment Inc. All Rights Reserved. Distributed by MGM Home Entertainment Inc.. 2500 Broadway Street. Santa Monica,. CA 90404-3061. 
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PlayStation 









COVER FEATURE 


VOLUME MSSUE 3 


Street Fighter EX + Alpha 


In this Capcom special issue, one game 
just had to be given the MegaFan treat¬ 
ment... Street Fighter in the 3D arena! 
We show you plenty of combos, 
tactics and strategies plus . ^ 

complete moves. Inaddi- 
tion, there’s a free poster too! L 



MARVEL SUPER' 


All the latest Codes abouna 
including a huge Nintendo 
64 codetastic special!! 


An actual Capcom coin-op with 
all the trimmings up for grabs! 
Ya gotta be in it to win it! 


STREET FIGHTER!!! 


P You wanted Retro! Here’s 
extreme tactics on the great 
grandaddy of the beat-’em-up! 


MegaFan shows tactics, 
complete moves and insane 
combos for every mutant!! 


* Street 

Fighter III 

The five remaining third 
generation street fighters 
get the MegaFan treatment! 


Well over 450 moves are 
shown, and ALL the third Rave 
War’s fighters are revealed! 


As a taster of this fine under¬ 
water adventure, we give 
strategies for a sample level. 


Jetting into a highway to the 
danger zone, we pull you 
through the toughest missions! 


•ii/Arms 

The quest is almost over... 
we show the most difficult 
dungeons to battle through! 


The most eagerly-awaited 2D 
platformer revealed!! Maps 
and Boss strategies abound! 


A complete walkthrough and a 
host of secrets abound in this 
guide to the SNES classic! 


Chief Hambleton sifts through 
his bulging sack: The result? 
More intelligent gaming debate! 
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Credit 

Card 

Orders 


Killer Instinct 2. 
Night Warriors. 


DarKstalkers. 


Street Fighter 3. 
Super Mario 64. 

MK Trilogy.. 

SoulBlade. 


Persona...... 

Die Hard Trilogy.. 


Address 


independence Day.. 


Turok: Dinosaur Hunter. 

Ace Combat 2. 

Treasures of the Deep.. 
Shipping & Handling. 


Make checks (US funds) payable to: GameFan. 
5137 Clareton Drive, Suite 210, Agoura Hills, CA 91301 




























































J^eat me.: Whip me. Just * don’t hit that 
Quit button. Consider it your battle cry." 
Then brin^ofr the skeletal warriors, zombies 
and countless other undead denizens. Each one 
is another chance, to slice and dice-like a 

fc # ' ^ ' •• y -1 * . \ . 

Ginsu®, knife §one had. Or simply cast a> spell 


irjorc t'orfurous 













com 


apdungeon 


www.ci 


Deathtrap Dungeon-and Eidos Interactive are trademarks of Eidos. Plc.\©l9?7 Eidos. Ginsu- is a registered trademark of Scott Fctzer 
Company, which has (to affiliation with Eidos. PlayStation andihe- PlayStation logo are trademarks of Sony Computer Entertainment inc. 


on'itke evil priestess who’s : done you wron^. 
Because in this cavernous maze ol devious 
traps, it’s all about cheating* death at every 
turn, blurring tba.t fine line between pleasure * 
and. pain. And just when you tbinb you can t 
take-it a'nyitiore, consider the altern^tiye. 


I N T E R A C T I V E 

You've been warned. 






nter MegaFan’s Code Zone Giveaway; the 
place for all the latest video game 
cheats! Just send in your tricks and codes 
for any video game, and who knows? Maybe 
you could be stylin’ one of these awesome 
GXTVs in your house sooner than you think! 


To enter: Just send your 
codes to the address listed 
below to enter in the MegaFan’s 
Code Zone Giveaway! 


©ffitBCB SffiDO© fiOWMEK© 

5137 Clareton Drive Suite 210 
Agoura Hills, California 91301 


TRIPLE PLAY '98 


THUNDER TRUCK RALLY 



Easy Homers / 
Strikeouts, Sound 
Tricks 


Need a quick homer?? Need 
to close it out when all the 
bases are loaded? For an easy 
homerun, hold Li, L2, Ri, & R2 
buttons and input up, Tri, left, right, Squ, Cir, down and X. 

For an easy strikeout, get a strike on your first pitch, hold 
Li, L2, Ri, & R2 and press X, down, Cir, Squ, right, left, Tri, up. 
For the following sound tricks, hold the Li, L2, Ri, & R2 
buttons while keying the following commands: 

Announcer talk about stadium and crowd - press Squ, Cir, Squ. 
Weather - Cir, X, Cir. Word from out sponsors - Tri, Cir, Tri. 
Cheering fans - down, X, down, X, Tri. 

Booing fans - down, X, down, X, X. - Gerald Busque, HI 



Hate pounding out the 
dents of your truck? Not 
enough grip on the road? 
Need a lift from a chopper? 

Input the following codes at the main menu screen. A con¬ 
firmation “burp” will play if the code is done correctly: 

No Damage: left, left, left, up, down, Li, R2 

Tall Trucks: Li, R2, L2, Ri, up 

Super Grip: Left, Li, R2, Ri, left, R2, R2, R2 

Extra Strength: L2, left, right, up, down, R2 

Helicopter Lift: Li, Li, Ri, Ri, L2, L2, R2, R2. During any 

endurance race, press triangle and the chopper will lift 

you to the next checkpoint. 

- Nick Jacenko, Glendale, AZ 


NBA SHOOTOUT '97 

Game Shark Code 
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Infinite Creation Points: 800D5D3801D8 





































TOMB RAIDER 

Game Shark codes 


Change Skin to Black: 8017673E 0000 
Change Skin to Pale: 8017673E 5000 
Change hair to Red: 8017673E 0006 


SOUL BLADE 

Game Shark codes 


Player 1 infinite energy: 800BFFBA 00F0 
Player 1 infinite power moves: 800C0116 0060 
Player 2 infinite energy: 800C2EF2 00F0 
Player 2 infinite power moves: 800C304E 0060 





This trick will enable you to 
build up up to 255 of any 
item. First, make sure there 
is only one of the item you 

wish to duplicate. Then, go into a battle, and have the 
first two characters select to use the same item (i.e. 

Have both character use a Heal Berry). When your third 
character’s turn is up, highlight the item your other two 
characters used, but do not use it. Exchange the high¬ 
lighted item with the one you wish to duplicate. Exit out 
of the item screen, and attack the enemy. Next turn, 
check your inventory and you should have 255 of that 
item. Use the trick on many things so that you can max 
out your attributes. 

- James Lee, Norwalk CA 

Game Shark Codes: 

(For Rudy) 

Infinite HP: 80133DFO 270F 
Max HP: 80133DF2 270F 
Infinite MP: 80133DF4 270F 
Max MP: 80133DF6 270F 
Experience Modifier: 80133EOC FFFF 
Instant Level 99: 80133EOE OFFF 
High STR & ATF: 80133DF8 03E7 
High VIT & DEF: 80133DFA 03E7 
High SOR & MGR: 80133DFC 03E7 
High RES & FRY: 80133DFE 03E7 

(For jack) 

Infinite HP: 80133E24 270F 
Max HP: 80133E26 270F 
Infinite MP: 80133E28 270F 
Max HP: 80133E2A 270F 
Experience Modifier: 80133E40 FFFF 
Instant Level 99: 80133E42 oFFF 
High STR & ATF: 80133E2C 03E7 
High VIT & DEF: 80133E2E 03E7 
HIGH SOR & MGR: 80133E30 03E7 
HIGH RES & FRY: 80133E32 03E7 

Infinite Gella: 801341DC FFFF 


(For Cecilia) 

Infinite HP: 80133E58 270F 
Max HP: 80133E5A 270F 
Infinite MP: 80133EL 270F 
Max HP: 80133E5E 270F 
Experience Modifier: 80133E74 FFFF 
Instant Level 99: 80133E76 oFFF 
High STR & ATF: 80133E60 03E7 
High VIT & DEF: 80133E62 03E7 
HIGH SOR & MGR: 80133E64 03E7 
HIGH RES & FRY: 80133E66 03E7 


SUIKODEN 

1 

: 

Game Shark Codes 



Hero Experience Modifier: 801B82A2 FFFF 
Hero Weapon Modifier: 301B8289 FFFF 
Gremio Experience Modifier: 801B82F2 FFFF 
Gremio Weapon Modifier: 301B8329 00FF 
Pahn Experience Modifier: 801B8342 FFFF 
Pahn Weapon Modifier: 301B8379 00FF 
Cleo Experience Modifier: 80138392 FFFF 
Cleo Weapon Modifier: 301B83C9 00FF 
Viktor Experience Modifier: 801B8432 FFFF 
Viktor Weapon Modifier: 301B8469 00FF 
Flik Experience Modifier: 801B90B2 FFFF 
Flik Weapon Modifier: 301B90E9 00FF 




i Liang - Beat the 
game with Guan Yu, Zhou 
Yu, Zhao Yun, and Zhang 
Fei. Zhuge Liang will be 
on the left of Zhao Yun or the right of Diao Chan on the 
Character select screen. 

Cao Cao - Beat the game with Xiahou Dun, Dian Wei, Xu 
Zhu, Lu Xun, Taishi Ci, and Diao Chan. Cao Cao will be 
to the left of Zhao Yun or to the right of Diao Chan on 
the Character select screen. 

Lu Bu- Get the bosses Zhuge Liang and Cao Cao, and 
beat the game using these two 
characters. Lu bu will be to the 
right of Cao Cao on the 
Character Select Screen. 

Sun Shang Xiang - At the title 
screen, press left, left, up, 
down, Tri, Squ Li, Ri. A confir¬ 
mation chime will sound, and 
Shun Shang Xian should be to 
the right of Lu Bu at the 
Character Select Screen. 

Nobunaga - You must get the 
boss Lu Bu and finish the game 
with Lu Bu. Then at the title 
screen, press Squ, up, Tri, down 
and cir. 

Toukichi - You must finish the 
game with Nobunaga in order to 
get Toukichi. Then at the title 
screen, press down, down, 
right, up, Cir, Tri, Ri, R2. 

- Chris Castro, New York, NY 
















STREET FIGHTER EX 


More mad EX secrets 
than you can shake a 
Cracker Jack bat at!! 


PLEASE NOTE!! (ALLTHE CODES 
ARE DONE IN ALPHA MODE for 
SFEX ON THE IMPORT VERSION) 


Hokuto - Miko Hokuto 
Miko (priestess) Hokuto is 
Arika’s answer to Angel Kazuya 
of the famed Tekken line. She is 
basically Evil Hokuto, with one 
exception. Rather than waving 
fans around, she carries the 
ancient priestess wand com¬ 
posed of nine separately-folded 
papers that have been blessed 
with numerous Kanjis. Well, fruity or not, here’s another Hokuto 
cornin’ at ya! Pick Evil Hokuto (see the SF EX section for more on 
Evil Hokuto) with FP (Ri), Now, press and hold L2+Start+Circle + 
Triangle (WP,MP) and continue to hold throughout the loading 
sequence. Viola!! Note that button presses are set to Default con¬ 
figuration. 


Skullo Dr eam F inal 

Did you know there are two variations for Skullomania’s hyper 
cool Skullo Dream Final? To access the second variation, start with 
Skullo Dream Final command; 

WP, WP, Towards, WK, FP 

As Skullomania rushes towards the opponent, press and hold 
Down +WP+MK until Skullomania makes first contact with the 
opponent. This will begin the second variation, where Skullomania 
attacks his opponent in a semi crouching position. Next, after the 
first frame has ended enter the following commands in perfect 
rhythm (more of an offbeat really) with the Super move’s ‘still 
frames’ animation; 

Left, Right, Right, Down, Left 

If successful, Skullomania will finish the Supermove with an 
Ultraman-style laser beam that he emits from his crossed arms. 
How cool is that?! This fighter may look like a circus freak, but he 
sure can dish out the damage! 


Hokuto - Fa ns o f Justice 
This one’s super fruitastic; beat 
an opponent using only KICK 
buttons, then finish the oppo¬ 
nent off with the Kyakuhougi 
(see the fX-travaganza for the 
moves list) for a amusing win 

gotta respect the fans! 


Skul lomania - Olym pic Skul l Toka chiev 
Perform Skullomania’s Skull Tokachiev move, and as soon as 
Skullomania’s hands land on the opponent's shoulders, input and 
hold the following command: 

Diagonal Down Towards+ WP+MK+FP 

If timed correctly, you'll bring up a scoring meter which will grade 
you on your skillful move. Score a 10 and the meter will read 
“Bravo” accompanied with a cheering crowd. 


Skullomania - Skull Raneer 

Holy colors of the rainbow!!! If you're fond of a few particular 
Rangers who gallivant around 3:00pm destroying huge rubber-suit¬ 
ed nasties, then Skullomania’s your character: 

Red Skull Ranger- any Kick 
Blue Skull Ranger- Start +FP 
Green Skull Ranger- Start+QK 
Yellow Skull Ranger- 5 tart+MK 
Pink Skull Ranger -Start+FK 
Black Skull Ranger-any Punch 


Ryu - “Skills” HeaflMP *^^ 

Here's how to really impress your friend. Once you've tallied up 
more than five wins with Ryu, you’ll notice that the size of his flail¬ 
ing headband will increase in size. Continue to win, and they'll get 
pretty darn long. Why? Because Arika loves you. Dig those kerazy 
red strands of cloth, man! 


□HO 


Dhalsim - Broken Skull Necklace 

Here's another wacky surprise 
from the gentlemen at Arika. 

Dhalsim must win a match with 
no energy (vital) left. After doing 
this, you must also randomly get 
the win pose where he holds his 
hands high, and sways his head 
from left to right. When success¬ 
ful, mid-way through Dhalsim's 
victory pose, his Skull Necklace will unhinge and fall off!!! Okay, 
now that's just truly too cool! Well, maybe not. 




Darren - Maniac Pose 
To get Darren’s maniac pose 
where his eyes flash, defeat an 
opponent with a super combo 
composed of three Endora 
Bashii. Note; this combo must 
K.O. the opponent. Next, ran¬ 
domly get the Win pose of 
Darren with his hands on his 
hips. If done right, Darren's 
will flash like two cute 
stars in the night... 


Flashing Federation Belt 
To make Darren’s prized Arika 
World Federation Title Belt flash 
do the same as above, but 
KO the opponent with the 
Combo. Respect!!! 






























































MACH 5 


From the Classic SPEED RACER™ animated TV series — the MACH V, a supercharged race car with high-tech 
hardware unlike any other car in the world! This unassembled kit contains: non-toxic resin parts, rubber 
tires, metal rims, metal accessories and water soluble decals. This kit is part of Avatar’s ongoing series of 
quality hobby kits and collectible figurines from the world’s best animation! 


We have a complete line of hard to find resin and garage kits! Call for details! 

ORDER YOURS TODAY! COLLECT ALL 4 CARS! 


Call Now! All Items 
are in stock and 
ready for delivery! 


Make check or money order payable to: Avatar Creations, 11755 Exposition Boulevard 
Los Angeles, CA 90064 (CA residents add 8.25% sales tax.) 

Speed Racer Enterprises. Inc. Soeed Racer is a trademark of Speed Racer Enterprises Inc. and is used under license 


Avatar Creations 















PlayStation 


Nil# 




Crystal Dynamics, the Costal Dynamics logo, Pandemonium 2 , and the CEX character are trademarks of Crystal Dynamics. ©1997 Crystal Dynamics. All rights reserved. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment, Inc. 


Pilot a giant mech through 
warped 3D tunnels. 


Nikki-equipped with powers 


Call 1.800.771.3772 for 
Game Rating Information 


that only big bad girls have. 


Fargus is a raving maniac prone to light 
fires now and ask questions later. 


mi 






m 


Descend into the all new psychotic world of Pandemonium 2 and twist 
reality inside out. Explore a whacked-out psychedelic landscape with 
Nikki's insane double jump-then dominate with Fargus' maniacal attacks 
by hurling his viper-tongued side-kick Sid for skull crushing good times. 
Navigate the undulating 3D hyper-kinetic backgrounds 'till it turns your 
brain to puddin'. Hey...it's a twisted new world of furious gameplay that'll 
devour you before you truly understand it. So have a good trip. 











save it once entered. The command must be re¬ 
entered after every power off. 

Go to the Mode Select Screen, place the Cursor 
on Practice and Press Start. Next, press Up, Up, 
Right, Up, Right, Up, (this should bring you back 
to the Practice Option) and Press the Start Button 
once more. 

The words “Here comes a new challenger” will 
appear on the bottom of the screen when done 
properly. Now just enter the Practice Sub Menu, 
and the new Bonus Game Option will appear. 


Crackerlack - 

Silver Bat 
To get the sil¬ 
ver version of 
Crackerjack’s 
bludgeon, pick 
CJ then press 
and hold the 
up, Square, 

Circle, Ri, and 
R2 buttons during the loading screen. Now every 
time you feel like swinging, thu ain’t nutin* sound 
better than the dull *PING!* of metal hitting skull! 


Ending Collection 

If you fancy some eye-candy, then feast your 
sockets on Arika’s talented character endings. 
Beat the game with any character, and the ending 
submenu. 


Of course, the fun is only just beginning... 


Comple te Ex per t Training M o de (with Skill) 

Complete all the Expert Training mode exercis¬ 
es, and you’ll not only be awarded Evil Ryu, Evil 
Hokuto, a few new colors for Bison and Garuda, 
and the Cycloids, but you’ll also be treated to a 
Bonus Game. What is the Bonus Game? The 
long lost Barrel stage of course!!! 

If you lack the patience or skills to complete 
Expert Training Mode, you can cheat and enter a 
code to access the Barrel Stage, only you can’t 



Ah..the power of a name... Start a 
new game and enter the following 
names to gain hidden options: 

AXEARMOR - When you start the game with Alucard, there will be a 
suit of Axearmor in your inventory. Wear it, and you’ll change into an 
Axearmor assailant. 

X-X:V”Q: Not feeling like the lucky one today?? Enter this weird 
name, and though Alucard starts with really weak strength, his luck is incredibly high. This will help 
in getting the hordes of rare items this game has. 

Richter: After beating the game (including the inverted castle), start a new game on the same memo¬ 
ry card as the finished game and enter RICHTER. You’ll now play Richter Belmont...JOY! 




to funky new plac 



































































ODE ZONE 



lolly good show, M r 

007! I see you’ve \ tL 

completed the game i a ‘ ~ '* B 

on ‘Agent* setting! m 

Then you’ll be able to select a number of extra operatives in multi-player mode, including various bounders 
and scoundrels from your past! However, complete the game on ‘00 agent* setting, and two secret missions 
become available in a Roger Moore-tastic type fashion!! 


SECRET. LEVEL 1 ~ AZTEC 






We’re not going to insult your intelligence by granting you an actual walkthrough of both these levels. Let’s face it; if you’ve got this far, 
you’ll know all about silenced weapons, sniping enemies and the pantaloon-soiling difficulty level present in this astounding title. What we 
can give you are a couple of pointers for taking down the more annoying parts of the level. Firstly, enter the darkened control room first, as 


Any Bond player worth his salt should have NO problem at all with this Egyptian level. Aside from the regenerating Baron Samedi (do you 
do voodoo?), there’s only one real problem... obtaining the Golden Gun from the tomb chamber. Step on the square stones in a particular 
order (which only took us five minutes to figure out - but we got lucky!) and you’ll -. 


the whole shuttle bay must be removed of Drax’s scum before Jaws may be faced. Watch for the quartet of mini-guns in the central cham¬ 
ber... insane amounts of sniping skill will be required to take these out... Of course, Jaws holds the security key card to the launch 
sequence, so you’ll have to sneak back and round to face this gigantic monster. We’d recommend taking down the two Moonraker guards, 
before attracting Jaws’ attention and running back to a nearby corner. As Jaws strides into view, run i nto him (so you’re essentially looking 
at his torso), and he’ll shoot past you. From here, he takes a good 20 automatic gunfire shots before he (wait for it) ‘Kiels’ over... 

SECRET LEVEL 2 - EGYPTIAN 


Miss a stone or step on the wrong one, and you’ll be gunned down by four invincible mini-guns!. Look for secret passageways in the walls, 
and you’ll face the Baron on three separate occasions. Once you’ll completed this, you’ll be rewarded with “007” agent difficulty, where the 
intelligence, reaction time of enemies and your constitution can all be changed... Time for another trek through the game!!! 


CHEAT MENU MADNESS!!! 



There’s a load of cheats to find... in fact one on every level. After you’ve finished a 


zone on all three difficulty settings, you’ll see a best time to beat on one difficulty set¬ 
ting. Race through and you’ll be rewarded with some funky cheats, like the Paintball 
mode, All guns, tiny Bond and DK mode!! There’s more than 20 codes waiting for ya!! 


OH, DO BE CAREFUL, 007! 

We’d only recommend taking down Jaws in hand-to- 
hand combat if you possess the true Roger Moore- 
based skillage!! But 
hey, it didn’t work 
for him either... 

Karate chop this 
guy? Human error! 

Try the invisible 
mode for more fun... 
watch the enemies 
and their ‘waiting 
animation’!! 
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REJOICE, FOR THE TIME HAS COME... MEGAFAN, THE STRATEGY BIBLE, IS REBORN! BACK AND BIGGER 
THAN EVER!! MEGAFAN IS FULL-SIZED AND CRAMMED WITH STRATEGIES, CODES, SECRETS AND 
TRICKS FOR ONLY THE HOTTEST VIDEO GAMES AROUND! BY GAMERS FOR GAMERS!! BROUGHT TO YOU 
BY A DEDICATED TEAM OF STRATEGY EXPERTS WITH A MISSION TO DELIVER THE MOST EXTENSIVE 
AND IN-DEPTH GAME COVERAGE AROUND! THE BEST COMES TO THOSE WHO WAIT... 


In stores NOW! Only $4.95 an issue 
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MONEY BACK GUARANTEE! 


AMF03 11 


Sign me up for 6 issues of MEGAFAN MAGAZINE for the low, low price of $12.95 (That’s $16 off the cover price). 

Name_Address_ 


City_ 


Apt.# 


State_ 


Zip 


Make Check or Money Order payable to MegaFan Magazine P.O. Box 469084. Escondido, CA 92046-9084. Canada and Mexico 
add $10. Other foreign add $20. Your first issue will arrive in 4 to 6 weeks. Money back guarantee on all unmailed issues. 
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A re you a master of Capcom knowledge? 
Do others quake with your legendary 
Capcom gaming skill and are you an 
expert on Capcom video games? Well now’s 
the time to prove it!! We’ve got a superb 
Capcom coin-op system to give away to one 
lucky reader... So, what do you have to do? 
Wow us with your Capcom knowledge of 
course!! Simply answer as many of the 
questions (below) as you can, jot down the 
answers on a piece of paper and mail it to 
the MegaFan address. The reader with the 
most questions answered correctly receives 
the fabulous prize! Note that some of the 
questions are INSANELY DIFFICULT, so 
answer as many as you can! Good luck! 

rn 


□ □□ 


i. What’s Sakura’s last name? 


2. What’s Capcom’s trademark 
pinwheel called? 


3. What’s the name of the little 
robot, originally from 
SideArms , that appears as a 
bonus in many Capcom 
games? 

4. What’s the name of Lord 
Raptor’s...erm, little friend? 

5. What’s Sean’s last name? 

6 . Name at least (or any) 
three of the practitioners of 
Bushin-style Ninja Arts in the 
Capcom universe. 

7. Yun and Yang are the 
estranged sons of what other 
Street Fighter character? 

8 . What does Demitri say when 
he throws an ES Chaos Flare in 
all three Vampire games? 
Bonus: Who is Demitri’s voice 
actor, and what other non- 
Capcom fighting game charac¬ 
ter does he portray? 

9. What’s the name of the 8-bit 
Famicom game that was the 

inspiration for Resident livii? 


10. What’s the name of the white 
dog in Stage 3 of Final Fight ? 

11. What’s the name of 
T.Hawk’s grandfather? 

12. What is Strider’s real name? 

13. What is the name 
“Capcom” an abbreviation of? 

14. Name three of Ibuki’s seven 
fellow Ninjas. 

15. What’s the name of Ibuki’s 
pet raccoon? 

16. Name the Doctor that 
MegaMan has faced in only 
one game. 

17. What’s Sakura’s best 
friend’s name? 

18. Name two of Capcom’s 
many incredible artists. 

19. What is the name of Ryu 
and Ken’s master? 

20. What is the full name of 
Dan’s father? 

21. What game is the Puzzle 
Fighter character Devilotte 
originally from? 


22. What’s the name of 
MegaMan’s girlfriend? 

23. Name Capcom’s first CPSI 
game, first CPSII game and 
first CPSI 11 game. 

24. Name three *'- a ~ a 

who, at one point in 
Fighter history, have had 
zzy combos. 

25. List all the games in the 
Muscle Bomber/Saturday 
Night Slam Masters series. 

26. Name the last boss in 
Trojan . 

27. What’s the name of the 
main character in Capcom’s 
“Street Fighter ” series? 

28. What’s the name of the 
karate school Dan opened? 

29. Name one of the two 
Capcom games 
that were rental- 
only in the U.S. 


31. Who is Chun-Li’s voice 
actress in every game since 
Street Fighter Alpha, and 
what other famous anime 
heroine does she portray? 
Bonus: What is the actress’ 
nickname? 

32. Who was the director of 
Street Fighter //, and what is 


All answers will be revealed in 
the next issue... 


30. How many 
megs was 
Capcom’s SNES 
game Goof 
Troop ? 


BA 
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5137 Clareton Drive Suite 210 
Agoura Hills, California 91301 


‘ Cap £ om Competition" Rules 1. No Purchase Necessary to Enter. To enter, send a postcard or envelope with your name, age, address and phone number and answers to MegaFan ‘'Capcom Competition" 
5137 Clareton Drive, Suite 210. Agoura Hills, CA 91301. Entries must be received no later than October 31, 1997. Capcom Entertainment America (the “Sponsor") is not responsible for lost late mutilated illegible 
incomplete or misdirected entries. 2. Prizes: One (1) Grand Prize winner will receive a Capcom Marvel Super Heroes vs. Street Fighter arcade cabinet and copy of the arcade game inside it. Sponsor reserves the 
right to substitute prize of equal value if prize is unavailable. Prizes are non-transferable and no substitutions allowed. 3. Winners: Winners will be determined by a single random drawing of all valid entries received 
by the Sponsors, whose decisions are final. Drawing to be held on or about November 2. 1997. Winners shall be notified by mail and/or telephone. 4. Odds of Winning Sweepstakes: The odds of winning depends 
on number of valid entries received. The winner will be the contestant with the most questions answered correctly. In the event of a tie, the winner will be randomly selected from the tying entries. The judges’ deci¬ 
sions are final. 5. Eligibility: Promotion open to residents of United States only. Return of any prize/prize notification as undeliverable will result in disqualification and an alternate winner will be selected Winners 
may be required to sign an affidavit of eligibiiity/release of liability/prize acceptance within 7 days of receipt or forfeit prize. If the winner is a minor, then prize will be awarded to parent or legal guardian. By acceptance 
of prize, winners agree to the use of their name and/or likeness for purposes of advertising, trade, or promotion without further compensation, unless prohibited by law. Employees of the Sponsor and its parent and 
affiliated companies and their families are not eligible. Neither the Sponsor nor its affiliates, subsidiaries, division or related companies are responsible for any damages, taxes, or expenses that winners might incur 
as a result of this sweepstake or receipt of prize. 6. Winners List: To obtain list of winners, send a stamped, self-addressed envelope to MegaFan “Capcom Competition" Winners' List, 5137 Clareton Drive, Suite 210. 
Agoura Hills, CA 91301. Requests for winners list must be received by November 13, 1997. Please allow 4 weeks for delivery of winners’ list, marvel super heroes ™ and a 1955 marvel entertainment group, inc 

ALL RIGHTS RESERVED. © CAPCOM CO., LTD. 1995., ’997 ALL RIGHTS RESERVED. THIS VIDEO GAME IS PRODUCED UNDER LICENSE FROM MARVEL ENTERTAINMENT GROUP, INC. 
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GameFan Online... 
our web site doesn't suck! 

• Free Games 

• Free Downloads 

• Exclusive 
Late-Breaking News 


.j uiinrLuuir 


Need the latest info on 
the hottest game? 


i^i.tiumAi&i&iiaiis 




i 1 ■ i 


55^1 


Check out Hot Info! Updated daily! 
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Live Q&A with GameFan & MegaFan editors! Get the answers here! 
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Lordy, me plums! I must be dreaming! 
That's right, get ready for a blast from the 
past, it's Yie Ar Kung-Fu! Set your eyes on some h-core 
MF strats and a complete move list for the most top notch 
arcade beat-em-up of 1985... 


Tempted by an offer to challenge some of the greatest fighters 
in the world, you accept, and enter one of the most grueling bare knuckle, no-holds barred tournaments in the world. How 
can you turn down this offer to become one of the most feared fighters in history? Young Oolong, your Kung-Fu training 
will now be put to the test against the most shady of shady fighters. Being a man of honesty, you will fight your way 
through the ranks with only your fist and feet to wield in battle. But your opponents have a different outlook on brawling. 
They possess a variety of weapons to guarantee a swift victory against any adversary. Each fighter being a specialist in their 
weapon of choice, you will have to swing your deadliest punches to slap ’em down. Get ready to step in the arena... 


HCT FiCHTSMG HiSTCRY 

/ 4ft*' 


The first bracket you will enter is hot fight 
ing history. Within this bracket are few cL.. 
gerous opponents, but most are a cake walk. Buchu is 
your first contender. His size will be intimidating, but if you 
push him into the corner 
and stick him with a bar¬ 
rage of sidekicks, you’l 

__ _ -r— _ r __ • m hm. - — -ft floor him in seconds. 

BUCHII STAB NONCflA POLE FEEDU S332K 

has two different variations. The first being a high rush that will hit you at head level. The second rush is a low rush, 


M 


~ 2 


which he does very rarely so it’s not very dangerous. If he keeps kicking high, do a lunge punch and nail him in the jewels, it’s great fun to watch his 
eyes bug out! After you have defeated Buchu, you will face Star as your second challenge. Being both pretty and deadly, you should not stare for too 
long or you will pay the price from her steady stream of razor sharp ninja blades. Star has an unlimited supply of them which will be unleashed at 
three levels: high, middle, and low. She only has the skill to use her feet, so if you get close, just dodge her skilless kicks and slap her down with your 
own. Nuncha is a nunchaku wielding fighter, clad in a yellow gi. He’s a bit of a show off, always eager to display his new techniques. You can really 

_make him pay the price for his arrogance, but be aware that he’s a fast learner. After a few attempts of frontal attacks you will soon learn that there 

must be another way do take him down. The best strategy to put him away is the “ping-pong”. At the beginning of the round, just bound over him 
to the right most side of the screen, this will surely capture his curiosity. As he corners himself, he will try to back out in fear. You should be able to 
side kick him at least twice while he scurrying back. Then, repeat this strategy by jumping to the left most side of the screen and kick him a few 
more times. Watch his patience crumble until he’s been totally drained of his energy. One final note; in the beginning of the round,you can score a 
free hit on Nuncha while he is twirling his batons. Pole can really be a thorn in your side. If you let him, he will stick you it to you every which way. 

One way to avoid this is to attack his foot, constant footsweeps and shin kicks will put him flat on his back. He also has a weakness in the corner, 
every time you low sweep him he will back into the corner and then try to rush you. Take this as an opportunity to tag him with consecutive low 

sweeps, do not let up! This is the key to defeating Pole. The Feedle are basically a b onus s tage to help earn you some points towards the extra man you will be needing when you 

face the challengers in the Masterhand History bracket. ^ “ — —-- — 11 - -— - 

Attack them any way you like,; because they only have tow 
moves: a high punch and a low punch. The 
“Feebl es” are pretty unskilled, don’t ask me 
why they are the 
last opponents to 
qualify you for 
the Masterhand 
bracket. The 
masterhand 


. . , „ CLUB FAN SWORD TONFUN BLUES 

7 —I bracket has a handful of skilled fighters. With the exception of Fan, the rest of the challengers will definitely put up a fight. Chain obviously wields a 

long chain. When unleashed from his hands, it will span the length of the screen, at this time you can either jump over the chain, duck under it, jump towards him, or you can attack 
the chain. If you hit it clean, you will take zero damage, but if you whiff, you will be short one chunk of valuable energy. Just repeat the same strategy that you used to defeat 
Nuncha and you should stay safe. Alternately, you can bait him and wait for him to toss the chain, jump it, and strike him for free when you touch down. He won’t be able to react 

because his chain will be recoiling back to him. Club is a bit of a pain because he has a shield to hide behind. But he takes too much pride in it, - - 

ignoring his front foot. You can play chicken with him and split punch when you think he is going to attack, or you can simply throw a low punch 
and send him hobbling about pn one foot. Back him into the corner and torture his toe! Fan is definitely has more finesse than fight, just avoid her 
fans by jumping diagonally towards her. She must gone to the same dojo as Nuncha because she will foolheartedly follow you into the corner 0 ’ 
doom, bedazzled by your bui lding bounding skills. There, you can gain a couple hits towards your victory as she scurries back to the middle of the 
arena to release her next wave of fans, just repeat the ping-pong strategy and you’re halfway there. The sword 
wielding bloke also has a bad habit of neglecting his big toe. Low sweep him for free, or split punch him in his portly 


MASTERHAND HISTORY 

m 








s 


Reverse punch 


-» + Punch 


Backfist 


beer keg of a stomach. Remember, variety is the spice of life. Tonfun is the nightmare of all fighters, easily being the most difficult opponent in the 
Masterhand history bracket. One little secret though, he hates the ping-pong strategy. He will fall at your feet if you have mastered this strat. Don’t 
even try to take him head on because he is highly skilled in the art of rice smashing (that’s what the tonfas’ were originally designed for). After you 
have punished Tonfa, get ready for some h-core Blues bashing. He dislikes the split punch, so exploit his weakness. Just don’t let him back you into 
the corner, or you WILL be given a Blues-based sweeding. 

-THE DEADLY ARTS CF CCLCMG- 

Low punch Lunge punch 
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Leap punch 
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Heel smash 
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We Specialize in Express Mail Order 


Loads of Titles to Choose From 


Call us for all those hard to find 
older titles. We carry all 
import & domestic titles. 

1)d 




Complete line of hardware 
software and accessories. We 
match the competition’s prices. 
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PlayStation 


Speak to our friendly and knowledgeable Game Advisors 



Extreme G 

Oct. 17 

$64.99 

StarFox 

Available now 

$64.99 

Mission Impossible 

Oct.1 

$69.99 

Golden Eye 

Aug 25 

$59.99 

Clayfighter 63 1/3 

Sept. 16 

$69.99 

Hexen 

available now 

$69.99 

ISS Soccer 

available now 

$69.99 

Goeman 64 

available now 

$89.99 

■Sonv Playstation 

Blasto 

Oct.21 

$42.99 

Fighting Force 

Call 


Final Fantasy VII 

Sept. 2 

$49.99 

Steel Reign 

Sept. 16 

$42.99 

Intelligent Cube 

Sept. 30 

$42.99 

CART World Series 

Sept. 30 

$42.99 

Treasures Of The Deep 

i Sept. 23 

$44.99 


Riven: Sequel To Myst 

Oct. 28 

$47.99 

F-1 97 

Oct. 7 

$39.99 

G-Police 

Oct. 14 

$47.99 

Shipwreckers 

Oct. 28 

$47.99 

Bushido Blade 

Oct.7 

$42.99 

Parappa The Rappa 

Oct.14 

$42.99 

Armored Core 

Oct.21 

$42.99 

NHL Faceoff 98 

Oct.28 

$42.99 

Bravo Air Race 

Call 


Ghost in the Shell 

Call 


Time Crisis 

Call 


Saturn 1 

NHL Breakaway 98 

Sept.30 

$44.99 

Sonic Jam 

Call 


Magic Knight Rayearth 

Call 


Tecmos Stackers 

Call 


Lunar Directors Cut 

Call 





PlayStation Special Offer! 


Sony Playstation System 

Extra Controller 
& any game only 


$209.99 

Order Only Line: 


Treasures Of The Deep 

Sept. 23 $44.99 


800 - 200-5422 

We have locations throughout Southern California, call for the store nearest you 

Z # ' H CODs welcome 


For information 
714 - 986-1050 
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sun 11-6 pst 


All Major Credit 
Cards Accepted 




















HERCULES 



^►Herculaid Passwords! 



Here’s all the level 
Passwords for Hercules! 
These should come in handy 
when you want to show-off 
some of the spectacular 
bosses to your friends, or if 
you’ve missed out on a few 
levels... enjoy! 




LIGHT NESU MEDU HYDR ARCH PEGA 



HAT THIN HEAD MINO GLAD 


GLAD, MINO, GLAD, MEDU - TRAINING 
HYDR, MEDU, THIN, MEDU - GAUNTLET 
NESU, HEAD, MINO, ARCH - FOREST 
NESU, THIN, HYDR, HEAD - NESSUS 
GLAD, HYDR, ARCH, GLAD - THEBES 
THIN, HAT, THIN, GLAD - HYDRA 
ARCH, PEGA, ARCH, NESU - MEDUSA 
HAT, PEGA, HEAD, ARCH - CYCLOPS 
GLAD, THIN, THIN, LIGHT - TITANS 





Dart Rift features two hidden bosses, both of whom 
are playable if you input a secret code. The codes are 
entered at the title screen. 


DemHrcm 


L, R, Top C, Bottom C, Left C, Right C 
1 Sc Sonork - A, B, R, L, Bottom C, Top C 



If you find Rift too challeng¬ 
ing, or you want to see an end¬ 
ing for a character you don’t 
like to play, the following 
codes will aid you. However, 
you should use these codes as 
a last resort. All codes are 
entered at the Title Screen. 



Aaron - Up, Left C, R, Right, Down, R, R, Left C 
Demonic a - Up Left C, R, Right, Down, R, R, Top C 
Demitron - Up, Left C, R, Right, Down, L, L, Bottom C 
Eve - Up, Left C, R, Right, Down, R, R, Right C 
Gore - Up, Left C, R, Right, Down, R, R, Down C 
Morphix - Up, Left C, R, Right, Down, R, R, B 
Nikki - Up, Left C, R, Right, Down, R, R, A 
Seal lei - Up, Left C, R, Right, Down, L, L, Left C 
Sonork - Up, Left C, R, Right, Down, L, L, Top C 
Zen mu ron - Up, Left C, R, Right, Down, L, L, Right C 

Note: Just to make sure there’s no confusion, “Right” means on the 

control pad, “R” means shoulder button. 


CARNAGEHEART 

p* Real-time OKE Control!!! 

That’s right, now you can have complete con¬ 
trol over your OKE mechs in the heat of battle! 

During battle, push Select to bring up the 
options, then press Select n more times. 

Now simply change Automatic to Manual and 
the OKE is at your command! 


CONTROLS: 

Up/Down=Forwards/Back 

Right/Left=turn 

Square=grapple 

Triangle=jump 

Circle=Duck 

X=Fire main weapon 

Li+right or left=Strafing 



Ri+Square/Triangle/Circle/X=change mech 


Sure, this code defeats the purpose of the game (to build 
and program mechs), but it’s cool! 


P. S. Steve asked me to print this code “...just so people 
can use it.” Respect! 



DRAGON FORCE 

Debug Code! 


This one’s been floating around for while, but here 
it is for all those who missed it: 


Before you boot up the game, at the CD player 
screen, hold X, Z, L, R, and Start at the same time. 

Keep holding the buttons ’til you reach the title 
screen (the one with “Press Start”) and enter the 
following: 

Down, Do^vn, Up, Down, Down, Left, Left, Left, Up, 
Down, Rigljit, Right, Right, then release Start, and 
press it again. You should now see the “Debug” 
icon appear below New Game and Options. Start a 
game as you would normally do. 

At the map, check the options menu for the Debug 
mode. Now you can trigger instant battles and 
domestic duties, change the battle music and back¬ 
grounds, even select the map speed and experience 
value of fights! Be sure to finish this excellent strat¬ 
egy game on your own first, though. It’d be a shame 
to ruin it. 
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Check us out online at 


http://www.gamefan.com 














KIDS TO ADULTS 


PlayStation 


Twitch^feames 
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Entertainment Inc. "RAYSTORM" is a trademark of Taito Corp., licensed by Working Designs. Original Game © Taito Corp. 1996. 
stered trademark of Working Designs, Inc. All rights reserved. "SPAZ" is a trademark of Working Designs, Inc. All rights reserved, 
lall 1-800-771-3772 for Game Rating Information. 


*laySta|ion and the PlayStation logos are trademarks of 
Inglishlranslation © Working Designs 1997. "Workiijjft 
bnon R^Gray light my fire!? For a dealer near ycg^all (J 


































T he Infinity Gems... Time, Space, Power, Reality, Soul and Mind. 

No one knows from where these Infinity Gems came. Fewer 
know they are as old as time itself. Possessing one of the six will 
make any being godlike. Controlling all six will can rip the very 
fabric of the universe as we know it. Since the beginning of time, 
beings throughout the universe have struggled to control the 
gems. Thanos, a powerful being in his own right, has found one of 
these Infinity Gems and is attempting to find the others in order to 
create the Infinity Gauntlet, an artifact of immeasurable power 
which unites all the Infinity Gems. Heroes from across the Marvel 
Universe, as well as many villains, knowing the great danger 
should Thanos retrieve all six Infinity Gems, have ___ 
raced to find him... Some, to stop him from unit- 


ing the Infinity^ Gems, and others to recover the gems for their own 
personal use. j 

MegaFan is proud to present a complete guide to this seminal 2D 
festival of hardcore pugilism. We’ll reveal the very best combos, 
check the special moves and note strategies in the following 
pages. More than any fighting game (with the exception of Killer 
Instinct ), Marvel Super Heroes is a combo fighting game. 

Basically, if you don’t like Super Special Combos, One Button Hit 
Combos, Chain Combos, Air Combos, et cetera, you’re going to 
have to learn to love them to experience the game! Before we 
reveal each superhero and their killing techniques, DanGOhead 
beckons you to the training dojo for some 
rTrTTrm finer points on taking down your mutant foe... 


J ust like in most of the 
Capcom fighting series, the 
user’s character, when being 
heaved about, has the ability 
to “soften” throws, thereby 
lessening the damage of the 
throw. Press any button 
(except jab punch or short 
kick), plus any direction 
within the first frames of the 
throwing animation to soften 
throws and cause a *tech-hit’. 
Rolling is an extremely use¬ 


ful evasive tactic; in fact, 
unless you like being 
knocked back into the air 
from the ground, one must 
perfect rolling (and thus A 
evade the 20+ combos pre¬ 
sent in this game). Many of 
the high number of hit com¬ 
bos rely on striking an oppo¬ 
nent that is lying on the 
ground after a knock-down 
move. Rolling is performed 
by doing a quarter circle for¬ 
ward motion + any button and 
can be performed while in the 
air after being hit from a 
knock-down, or as you hit the 
ground from a knock-down. 
Knock-downs are moves that 
knock any character flat to 
the ground from either spe¬ 
cial moves (Cap’s Stars & 
Stripes, Spidey’s Spider 
Sting, juggie’s Juggernaut’s 
Punch, et cetera) or normal 
moves like sweeps. 


lashing is an important aspect in the game as it allows you to cut the dis- 


Utance between your target very quickly. Dashing is performed either by 
tapping forward twice or by pressing all punch button^. Characters can also 
backdash (dashing backwards) by tapping back twice. 
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S uper jumping: Much like X-men: Children of the Atom , characters in 
Marvel Super Heroes are also able to perform Superjumps by either exe¬ 
cuting a down, up motion or by pressing all three kick buttons. 


I ike many of the Capcom fighting games, 

MSH features a bar below the life 
meter of each character. This 

meter, called the Infinity Meter, / > 

fills up as each character per- 1 Cr W 
forms moves when fighting. V # 

Once full, the character is able to S 

execute one of two techniques; use \ 

their Infinity Special or Infinity Counter. ^ 

Infinity Specials are suped-up power moves that 
are very damaging. Performing a Infinity Special uses one whole bar of 
the Infinity Meter, even if the Infinity Special is blocked or if it com¬ 
pletely misses. Because most Infinity Specials have long recovery 
times if the attack is unsuccessful, it is recommended that you use 
caution when performing one... 

Infinity Counters are similar to the counters found in the Street 
Fighter Alpha series. Basically, with the Infinity Meter filled to at 
least level one, any character can perform an Infinity Counter by first 
blocking any attack from an opponent, and while blocking, perform a 
quarter circle motion from back to down jijj. ij 

(back, back/down, down) while pressing 

any punch button. Though Infinity Counters iSKfe 

are useful because they cannot be blocked, |l 

it is more valuable to save the your Infinity 

bar for more damaging Infinity Specials, 

especially for the characters that can only Lgjggpf g 

fill their Infinity Meter to level one (i.e. 

Shuma Gorath & Blackheart). & ' 


I n the Marvel Universe, the six Infinity Gems are great sources of power 
that, if united, can rip the universe apart. In the game, the Infinity Gems 
are important factors that can easily turn the momentum of a fight. 

From time to time, especially after a powerful attack or monstrous j 

combo, an Infinity Gem may appear and fall from the air. Once 

picked up, you can use the power of the Infinity Gem by per- { 

forming a quarter circle back motion (down, diagonal 

down/back, back) and pressing all punch buttons // w fi 

simultaneously. If you collect more than one 

Infinity Gem, you can scroll through each Gem. / 

Once an Infinity Gem is used, a bar near the bot- 

tom of the screen with the Gem’s name will jP|y 

appear. Once the Infinity Gem meter appears, 

it will constantly decrease as time passes, /* J 

allowing you a few seconds of the power of Jmrx^ 

that Gem. Once the Infinity Gem Meter is It jftfXm 

depleted, the character will lose the 

power of the Infinity Gem, and that M ^ 

Infinity Gem will not appear for the / ** J 

remainder of the match. Infinity /> jf \ • J 

Gems can be knocked out from a ^fcjNj / 

rival character in order steal them L 

for another's use. If more than 

one Infinity Gem is being held, 

the first highlighted Gem will be 

knocked out. ' • s . 

There are six Infinity Gems, each 

with their own unique powers. Certain - 

characters will notice special abilities H - 
with a certain Gem (called SP). The L ^ 

Infinity Gems are: 

Power - Additional attack power 

Mind - Constantly refills Infinity Meter 

Time - Speeds character’s attack ^ fl 

Space - Super armor BHL|| JB 

Soul - Heals character 

Reality - All of the character’s normal attacks 
launches various projectiles 
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ARlfEL SUPER HEROES iifilltll'H COMBOS 



As stated earlier, Marvel Super Heroes is a combo game. If you don’t utilize combos in your repertoire, 
you’re limiting the number of extra hits you can yield onto an opponent, and you’ll mostly have to rely 
on special moves. Why, when pounding your foe into the sky looks so cool?! 

The basic definition of a combo is a series of moves strung together so that one hits after the other. 

In other words, once the first initial hit of the combo connects, all the sequential moves of the combo 
should clearly hit if done with the proper timing and precision, and the opponent will not have time to 
block any of the combo hits throughout the entire bombardment. 

There are three basic combos in the game: Ground Combos, Air Combos, and Infinity Special Combos. 
From Ground combos, there are dashing, juggling, chain, and special move combos. Air combos are 
split into two groups, Super Jump combos and Normal Jump combos, and from each group, you have 
chain, and special move combos (you cannot juggle opponents while in the air). Nearly all of the 
Infinity Special combos are multi-hit combos (with the exception of Shuma Gorath’s Chaos Dimension), 
so that once performed, they will continuously hit the opponent (technically resulting in a combo). 


When speaking of Ground combos, only a few characters have the ability to score high in the number of hits on purely ground combos. 
Those that do are usually quick and have normal moves that hit more than once (i.e. Wolverine’s standing double Forward kick, Captain’s 
standing double Forward kick, et cetera ). Ground combos are classified as combinations done while your opponent is still on the ground, 
From here, we can divide Ground combos into the four sub-divisions: Dashing, Special Move, Chain, and Juggling. 


Dashing into the opponent draws you closer to your foe, 
thereby enabling you to connect deeper into the enemy. This 
enables your character to deliver more hits that normally 
would push your target away. 


Most special moves in MSH hit more than once, usually with 
the user tapping buttons repeatedly to get additional hits (i.e. 
Wolverine’s Berserker Barrage). And with mJilti-hit special 
moves, generally; the higher strength of attack used, the 
greater number hits. Infinity Specials also yield multiple hits. 


^ Similar to Capcom’s^-men: COM, chain^ombi|a-^ , - . , 

Wolverine). When jumping in, many character can actually hit the groiind-based opponent multiple times before landing and starting the 
ground chain combo. All chain combos, whether on the ground or in the air, start from the weakest intensity of attack, to the strongest. 


Juggling combos take many forms, but the most common in Marvel Super Heroes launches the opponent and opens the opportunity for an 
Air Combo. Technically speaking, there are three types of Juggling combos: Juggling air opponents, juggling knocked-down opponents, and 
knock-up juggling combinations. 


Juggling air opponents takes place when an enemy is in the air and your character juggles them with a ground 
based move (usually a knock-up). Though the initial hit may not be a combo, you can usually follow up with an 
anti-air special move. Of course, you can opt to follow up with a Air combo if you juggle an air opponent. 


After certain special moves or normal moves (like sweeps) are performed upon an F 

enemy, the enemy will lay on the ground for a few seconds... During this time, you 
can actually hit the knocked-down opponent again, juggling off the ground and fol- 

low up with either a normal move (usually a knock-up) or a special move to combo ^ 

off the ground. Most normal crouching moves, like a crouching Short kick or Jab v ^ 

punch, will hit the knocked-down opponent, and from there, you can tag on a special \ \ 

move for additional combination hits, or a normal move which can launch them in the J 

air for an Air Combo. However, juggles on a knocked-down opponent can be defend- p 

ed if the enemy rolls when knocked-down, thereby eliminating the juggle off the ground, r ~ 
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Air combos are usually added upon a ground-based knock-up, 
though they are also seen when two opponents Super jump. Wher 
following a ground-based knock-up into an air combination, instea 
of performing a down, up motion for the Super jump, pressing up 
will start the Super jump (sort of an automatic Super jump feature 
after a knock-up). From there, Air combos are made up of entirely 


Normal jump Air combos are relatively the same as Super 
jump, with the exception that the only time Normal jump Air 
combos happen is when you perform a Normal jump to meet an 
opponent in the air. Remember, that after a knock-up you can¬ 
not Normal jump, only Super jump towards the airborne target. 


A knock-up juggle is the most common, and probably the most useful of the juggle system. A knock-up 
juggle is performed upon a ground-based opponent and is usually best utilized when an assailant is 
recovering from either a missed or blocked attack. The actual hit to start the juggle is either a small 
knock-up (i.e. Psylocke’s cr.Forward kick) or a regular knock-up (i.e. Spiderman’s s.Strong punch). Small 
knock-ups can usually be followed up with another normal move, a special move, or in some cases, an 
Infinity Special. Regular knock-ups are similar, but the best continuation after a regular knock-up is the Air combo. 


MMM 


What makes Marvel Super Heroes such a spectacular game and an eye 
grabbing wonder is the ability to perform multi-hit combinations in the 
air. Though a few characters were able to perform Air combinations in X- 
all character in MSH can perform Air combos. An Air combo 


is essentially a string of hits performed upon an enemy in the air while 
you are airborne. There are basically two types of Air combos, which 
depend upon if you Normal jump or if you Super jump upon your air tar¬ 
get. From the two basic types, there are chain, and special move combos. 


The Super jump is easily performed by either moving your joystick 
in a quick down, up motion, or by pressing all the kick buttons at 
the same time. The most common type of Air combo, Super jumping 

knock-up, 
r ier jump. When 
air combination, instead 
jump, pressing up 


Air chain combos, Air Special move combos, or a combination of 
both. With Air chain combos, always start from weakest to 
strongest, because hitting Fierce or Roundhouse will send the oppo¬ 
nent flying away, ending the Air combo (Blackheart and Ironman are 
the only exceptions). Take note that each character has a different 
timing to Air combos. Use of special moves in Air combos are best 
done to finish a chain combo, for rather than hitting Fierce or 
Roundhouse, you can tack on a special move which can knock-out 
valuable Infinity Gems. 




not Normal jum 


the airborne target. 


With Normal jump Air combos, hitting Roundhouse or Fierce 
will not send the opponent flying away, enabling you to tack on 
a couple extra hits after a Fierce or Roundhouse. Take note that 
Normal Jump Air combos still follow the limitations of your 
character’s chain ability. 


COMBO CONDITIONS • 


Every time you perform a combination, be it Air, Ground, or 
both, chances are that you may not always get the same number 
of hits that you expect. In MSH , there are a great number of fac¬ 
tors that effect the number of hits you will be able to receive in a 


combo. Many of them are obvious (character’s reach, your tim¬ 
ing, if you have an ounce of skill or not, et cetera ) but some of 
the more important conditions that you may not be aware of or 
see are described below. 


Corner combos: 

One big factor is location, and the best position for your prey is in 
the corner. Once your opponent is in the corner, you have two 
things you have less to worry about: pushing your target too far 
away, and the timing for an Air combo, should you choose that 
option. Also, because you are in the corner, Super jump Air combos 
that end with Fierce or Roundhouse will make the target hug the 
corner and hang in the air a bit longer. Some characters are able to 
tack on extra hits because of this “corner hugging” to the wall. 

Rolling: (see tech-hits and rolling section) 

Infinity Gems: 

Those shiny objects that float around during battle, not only 
make a difference in just the game. Infinity Gems can increase 
either the number of hits or damage, depending upon your charac¬ 
ter. Special abilities gained from certain gems for each character 
can make way for some very interesting combinations. 

Your Target: 

Perhaps the most important factor when performing combina¬ 
tions, the size and weight of your enemy will determine what 
exactly you can use when creating your awesome combinations. 

For the most part, size is divided into three parts: 
length, width, and weight. Length determines exactly how 
many hits you can perform on the intended target when 


you’re jumping. Width determines the number of hits you can 
attain when you are dashing. Weight determines the duration of 
time you have to perform an Air combo upon the hapless victim. 
With all these considered, the following list shows comparisons of 
these factors for each character: 

Leng th (from smallest to largest) 

Wolverine, Spiderman, Psylocke, Captain 
America Ironman, Shuma Gorath, Magneto, 

Hulk, Juggernaut, Blackheart 
Width (from widest to narrow est) 

Juggernaut, Hulk, Blackheart, Shuma Gorath, 

Magneto, Captain America, Ironman, 

Wolverine, Spiderman, Psylocke 
Weig ht (from heaviest to lightest) 
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Juggernaut, Hulk, 
Blackheart, Ironman, 
Captain America, 
Magneto, Shuma 
Gorath, Wolverine, 
Psylocke, 

Spiderman 


OKAY, fanatics! Let’s get to grips with the characters! 


-ABBREVIATIONS/LEGEND- 


>- 


SJ - Super Jump CH - Charge S - Standing 
CR - Crouching DIAG. - Diagonally 









































TERRIFIC. 


LET'S HOCK! 


sp ^i-» + All punches 


Alias: Bruce Banner 
Occupation: Scientist 


\sm 

H ead of a top secret experiment on the Gamma Radiation 
Bomb, Dr. Bruce Banner was on site during the first test 
when a young teenager, Rick jones, strayed into the area. With 
no way to avert the Gamma Bomb, Dr. Banner rushed to save 
the young boy. and was bathed in a shower of gamma radia¬ 
tion, which transformed him into the monstrous Hulk. From 
that time onwards, whenever Bruce Banner became angered, 
he would change into the incredibly powerful but very unstable 
Hulk. As time has passed, Bruce Banner has learned to control 
the Hulk within him, and now is able to stay in Hulk form and 
possess the intellect and control of his alter ego, Bruce Banner. 
Knowing the danger of the Infinity Gems falling in the hands of 
evil, Bruce Banner/Hulk sets out to stomp Thanos. 

Big, bad and green, Hulk is surprisingly quick for such a large 
character. Though he doesn’t score really high in numbers 
with his combos, a simple 


three hit combo can easily 
take away three life bars. 

The lack of any feasible mis¬ 
sile weapon (grabbingthe 
ground, holding it over your 
head, then throwing it is not 
feasible) gives him a minor 
weakness, offset by his nor¬ 
mal moves taking off block 
damage! Also, his Gamma 
Charge is the quickest spe¬ 
cial move in the game. When 
opponents miss an attack or 
recovering from a special 
move, shmack them with a 
Gamma Charge. 


GAMMA RADIATION CAN DO WONDERS FOR YOU! 

SPECIAL MOVES 


CH. 2 sec., -» Any kick 


UNEARTH 


i 4* + All punches 


Close, -» ^ 4> ^ Punch 


GAMMA ROCKET 


CH. 2 sec., t Any kick 

m.'.'JWi 


GAMMA SLAM 


^ + Punch (slow) 


MARVEL SUPER HEROES ™ AND © 1995 MARVEL ENTERTAINMENT GROUP, INC. ALL RIGHTS RESERVED. © CAPCOM CO.. LTD, 1995,1997 ALL RIGHTS RESERVED.THIS VIDEO GAME IS PRODUCED UNDER LICENSE FROM MARVEL ENTERTAINMENT GROUP. INC. 


































((HULK'S NUTCRUSHIN' SWINGERS COMl 


(HULK'S GAMMA STORM 

I ' ■■ ■’■■! ... 


(HULK'S CORNER ENCORE • / 

-p-----^ 


Finally, end his misery by per 
forming the Gamma Tornado. 


Start off with a jumping 
Short kick, not to high 


Immediately hit the target with 
a cr. Jab punch when you land 


Chain a cr. Strong punch 
straight to the belly 


Start off with a jumping 
Short kick to the head 


While still in the air, chain 
into a Forward kick 


Now, chain a Gamma Charge 
with any kick button 


Then, chain a cr. Strong 
punch while charging 


Smack your victim again with the 
2nd Gamma Charge 


Land and while charging back, 
do a cr. Jab punch 


The 2nd hit should launch 
the target up 


Land, and lift your target with a 
cr. Fierce punch 


Still in the air, Forward kick 
the victim again 


Again, start with a jumping 
Short kick to the noggin 


Landing, re-knock them up 
with cr. Fierce punch 


The 2nd hit should flail them 
helplessly in the air 


Now, punish them with a 
Gamma Rocket 


Hurt them with the 2nd 
Gamma Rocket 


End the performance by clap 
ping with a SJ Fierce punch 


Headbutt them with a SJ 
Strong punch 


Meet the target in the air 
with SJ. Jab punch 


Then, Air chain a SJ 
Short kick 




















































W hile working on a secret weapon, inventing genius 
Tony Stark was attacked by terrorists and was cap¬ 
tured for his technology. Injured, Stark made a deal with 
his captors where he would trade his secret technologies 
and in exchange, he would be nursed back to health. 
However, Stark secretly created a suit of armor that 
allowed him to escape from his kidnappers. Returning 
home, he modified the suit’s capabilities to battle injustice 
and evil throughout the world as the crimson-clad 
Ironman. Through his powerful sensors in his base, Stark 
has detected a powerful shift in the universe. Finding out 
that Thanos is achieving some godlike powers, Stark dons 
his suit of armor, and blasts off as Ironman... 

Take the Sentinel from X-men: COTA and make a miniature 
of him... that's basically what Ironman is. Ironman has lots 

of neat toys (i.e. missiles, __ m ; 

bombs, lasers, not to men- |I 

tion a handy Proton Cannon) ?-? 

at his disposal. With all 

these weapons, Ironman ! 

does suffer from small lag 

times, which makes him 

seem sluggish. Air combos y 

are also awkward (and not a S 

little difficult) to perform 

with him. Still, with his 

good power, range and wide 

assortment of weapons, jLJr ■ 

Ironman is a solid (if not 

superior) character to use in LnF“ . re 

this altercation. 


^ + Punch 


-» ^ t it 4 - + Any Punch 


SUPERIOR 

ATTACH! 


+ All Punches 


Proton Cannon 
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Any Punch + Kick (Same strength) | 
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CANNON FODDER OF 1812 • It 


SHEUHEAD SHUFFLE • 13 


Rush into the enemy with a 
dashing S.Short kick 


Next, chain a S.Strong punch 
right to the kissa! 


Finish by chaining a Cr. 
Roundhouse kick for two hits 


Start off with a jumping Short 
kick, targeted for the head 


Once grounded, follow up with 
a dashing S.Short kick 


While still airborne, add a 
Roundhouse kick 


Send them flying up with a 
S.Roundhouse kick 


Quickly chain a SJ.Strong Strike with a SJ.Fierce punch 

punch to keep them in the air aimed up or towards the target 


Follow the punch with 
a SJ.Short kick 


Super jump and connect 
with a SJ.Jab punch 


End the symphony with a 
rapturous air Uni-Beam 


Landing, follow up with 
a Cr.Short kick 


Before landing, fire a Fierce 
punch aimed at the pigeon 


With your enemy in the corner, 
jump in with a Short kick 


Super jump, and greet the target 
with a friendly Sj.jab Punch 


Knock them sky-high with a 
S.Roundhouse kick 


Juggle your victim with a 
Dashing S.Short kick 


Chain a Cr.Forward kick to 
knock the enemy down 


'HEW HERO 


Chain the Uni-beam to finish, 
Shall we dance, again..? 


Tack on the SJ.Fierce punch to 
keep your partner from falling 


Chain a SJ.Short kick to the 
body as sign of respect 


Swiftly, chain the SJ.Strong 
punch to continue dancing 


SM j#^ f if 
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Berserker Barrage X 


WOLVERINE 


HERO 


suerr * 

I VMWJLP 

1 <y wuirr 


N ot much is known about the veteran X-man. Logan, as he is 
known, has worked for virtually every intelligence agency 
there is, and some he doesn’t even remember (or care to, that is). 
Most infamous is his “volunteering” for Canada’s “Weapon X” pro¬ 
gram, which turned an already seasoned fighting machine into an 
instrument of death and fear. With an extraordinary healing fac¬ 
tor, a nearly unbreakable bone structure, sharper than razor-like 
claws, and a die-hard attitude, it’s not a good idea to yank his 
chain. As one of the core members of the X-men, his team has 
sensed a significant shift of power in the universe. When it is 
learned that many of their enemies, including the massive 
Juggernaut and the one-time leader of the X-men, Magneto, have 
ventured off to the power anomaly, Wolverine journeys after them, 
hoping to both investigate the powerful fluctuation, and to stop 
anything worse happening... and to unpatch up a few old wounds. 
Yes, spasmodic button-mashers... your favorite character from X? 
men: COTA returns to wreak 
havoc once again. He’s even 
more deadly in Marvel Super 
Heroes , with the inclusion of his 
Berserker Barrage as a NORMAL 
Special move (as well as a 
Infinity version of this move), 
and he only takes half damage 
from attacks due to his “regen¬ 
erative” mutant abilities. 

Though his normal attacks are 
relatively weak in damage, in 
the hands of a master (er, or a 
button-mashing six year old), 

Wolverine is nearly unstoppable 
with insane combos and decent 
super moves. 


DRILL CLAIAI 


Any direction + punch + kick 


TORNADO CLAW 


+ Any Punch 


DIVING KICK 


Kick 


BERSERKER BARRAGE 


ll [ 


Repeatedly press punch 
for more hits 


i nP ^i-» + All Punches | 


Any Punch 


Room! 


Repeatedly press punch 
for more hits 


r iiL-Lidm _ 

i -» 4 - + AH Punches 


Weapon X 
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LOGAN'S RUN 


m \ \ m\SSM^= 

Continue the bashing with 
a S.Forward kick 


Lance your target with a 
Dashing S.Jab punch 


Slash your victim with a 
S.Strong punch 


Just for kicks, deliver a 
S.Short kick to the shins 


Finish the shredding of the 
shrew with a S.Fierce punch 


Prior to landing, add a 
Roundhouse kick 


Still in the clouds, slash 
with a Strong punch 


Quickly follow with a Short 
kick to the head 


Merwc’ 


Fly them to moon with a 
S.Roundhouse kick 


Slice your enemy with a 
S.Strong punch 


Slam them with a second 
S.Forward kick 


Knee tha sucka with a 
S.Forward kick 


Scratch them again with 
another SJ.Strong punch 


Give a backscratch to the 
victim with a SJ.Strong punch 


Super jump, and skewer the 
enemy with a SJ.Jab punch 


Keep the bird floating with 
a SJ.Short kick 


End the madness with a 
S.Fierce punch 


Landing flat on the ground, hit 
the target with a Cr.Jab punch 


Juggle the target by chaining 
a S.Strong punch 


Add a SJ.Roundhouse kick 
quickly before landing 



















































































O ne of the main members of the X-men, Psylocke has 
had an interesting background. Sister to Captain 
Britain, she was captured by The Hand and her conscience 
was transferred to a woman ninja. She was then trained to 
become their deadliest assassin, and exceeded their 
expectations when she escaped (with some help from 
Wolverine). Now back with the X-men, her dangerous 
hand-to-hand training, along with her powerful mental 
powers makes her a great asset to the force. Her strong 
psionic powers have detected a strong disturbance of 
power. Discovering this disturbance is Thanos, she quickly 
searches for him, in hopes of stopping him before he 
attains all six infinity Gems. 

Incredibly quick, and a storage facility of moves make 
this female ninja a power¬ 
ful character, and therefore p—-- 

it is very easy to rack up a 
big combo with Psylocke. [ 

She also has three Infinity m '• ■; 

Specials, more than any 
character in MSH. I sup¬ 
pose her only small real it 

problem is comparative R . y JiH 

weak power, and with her 
insane amount of moves, it 
can be confusing which 
one to use. Oh, and you 

got to love that taunt... ==£ , # ijBfe fev- 
which, by the way can hit SB" 

you as well. Pain never 

Rooked so good... ^ - 3S8SS 


^ 4/ ^ e- + Any Punch or Kick 


4/ 'x-* + All Punches 


Kochou Gakure 


Psi Maelstrom 


Psi Thrust 
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Alias: Elizabeth Braddock 
Occupation: X-woman/assasin 


Repeatedly press kick 
for more hits 


Press punch to attack 


31!j?ppl 
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( BETSY'S FINS REAR COMB 


(BETSY'S BRUTAL BEATING • 28+ HITS 

-------- - — - wux. ---.- 


‘NEEDS LEVEL 


(PSYLOCKE’S ENCHANTMEN 


Sweep ’em off their feet 
with a Cr. Roundhouse kick 


Finish the job with a Psi 
Blast aimed down 


Use a Cr.Short kick to juggle 
the knocked-down target 


Quickly buffer a Psi 
Maelstrom for a wild ride 


Launch them into the air 
with a Cr. Forward kick 


Corner the target and perform the 
first part of the Psi-Thrust 


Landing, dash in with 
charming S.Jab punch 


Jump in with a sexy Jab punch 
to the top of the head 


Still airborne, chain a 
Forward kick to the body 


Continue with a tight Short 
kick while still in the air 


Send them in the air 
with a Cr. Fierce punch 


Continue with a 
S.Forward kick 


Connect with perhaps an 
overly sexy S. Strong punch 


Chain in a devilish 
S.Short kick 


Super jump and meet the tar¬ 
get with a racy SJ.Jab punch 

Continue with an 
enticing SJ.Short kick 

Whack them with a provoca¬ 
tively sexy SJ.Forward kick 

Finish with an air Kochou 
Gakure. Charmed, I’m sure! 




Bp, 

U®'- |k | 1 














' 24 -M 


■ M] 





























































I 



D uring World War II, a young Steve Rogers was rejected from 
recruitment from the US Army. However, a scientist proposed a 
dangerous experiment and volunteering for the test, Steve Rogers 
was injected with the Super Soldier Formula, becoming the Red, 
White, and Blue clothed Captain America. During a battle with the 
Nazis, Captain America was thrown into the icy waters of the North 
and frozen, though thanks to the Super Soldier Formula, he was still 
alive. He was found by the Avengers, and within the years to come, 
became their leader. Knowing the immediate danger of Thanos 
gaining the Infinity Gems, Captain America sets off to to halt the 
destruction of the universe. 

Combos from Captain America are 


4* + Any punch 


Tap t, while in the air. 


'l + All Punches 


Final Justice! 
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Captain America - Alias: Steve Rogers 
Occupation: Government super soldier 


SHIELD SLASH 


STARS AHD STRIPES 


Can be done without shield. 



























THE FREEDOM BASHING • 8 


(RED, WHITE AND BOOM! 

f~---t i i ’ 


Begin by jumping in with a 
Forward kick to the head 


Show good relations by Super 
jumping with a SJ.Jab punch 


Still airborne, smash the target 
with a Roundhouse kick 


Landing, launch the target 
with a Strong punch 


MffCMFTji 


End the showcase by aiming an 
air Shield Slash for the face 


Deliver a Sj.Short kick to send 
a proper American greeting 


Keep the target up a little 
longer with a SJ.Forward kick 


Chain a S.Roundhouse kick Quickly buffer the Final Justice 
and make your target whimper for a combo sweeter than pie 


End the fireworks with a 
blazing SJ.Fierce punch 


Thump the chump with a 
SJ.Strong punch 


Continue the patriotic bashing 
with a SJ.Forward kick 
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Leap to the target with a 
powerful Fierce punch 

Before landing, air chain a 
Roundhouse kick 

Set down, punishing the sit¬ 
ting duck with a dashing S.Jab 

Follow up with a S. 
Forward kick 
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Start with a bang by jumping 
in with a Fierce punch 

• 

t< 

Prior to landing, whack your 
arget with a Roundhouse kick 

Land and hurl the enemy to the 
moon with a S.Strong punch 

Chain a Stars & Stripes while 
the target is airborne 


MOM'S APPLE PIE SPECIAL 

• #? J 
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E mpire State University student Peter Parker 
gained his incredible powers while watching an 
experiment on radioactivity. A stray spider was 
caught within the radioactive energies of the exper¬ 
iment, crawled upon the unsuspecting Peter Parker 
and bit him. Later the spider died, but when Parker 
discovered his new powers, Spiderman was born. 

At first, he used his powers for his needs, and 
appeared on his own TV show. This changed when 
his Uncle Ben was shot by a burglar. Hunting down 
the robber to a warehouse, Parker found out that 
the thief was someone he could’ve stopped earlier. 
From this painful lesson, Parker learned that with 
great power comes great responsibility. Thus, the 
web-slinging neighborhood hero was born. When 
his Spider-sense goes haywire, Parker learns of the 
universal danger that is taking place... well, that or 
Juggernaut’s footprints. In any case, he heads off, 
knowing full well he can’t stop the danger himself, 
but helping out where he can. 

Yes, the somewhat humorous, somewhat annoying 
mutant arachnid doesn’t pull any punches in this 
game. Quick and small, he’s hard to hit and if ya 
whiff a move, sit back, grab a drink, and relax as he 
combos the crap out of you. Though he doesn't 
pack as powerful a punch as, say, Hulk, Spiderman 
easily packs a series of hard punches and kicks; 
the best way to explain it is if Hulk mauls you like a 
bear, Spiderman bites and pricks you like an annoy¬ 
ing little mosquito... or arachnid for that matter. 


Of HtSWfFt. 

FORCES 

\B5FKOMKtS 

F&ETH6 
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0OCTQF KAFKA. 


4/ + Any punch 


pates 
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^ + Any Punch 


4/ + All Punches 
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Alias: Peter Parker 
Occupation: Freelance photographer 


SPIDER STING 


ft/NkbfHEfU 


Maximum Spider! 





























(SPIDEY SMACKIN' GOOD »5Wi 


ARACHNID ASSAULT 


THE BUGLE SPIDER EXTRA • 15 


Start up by jumping with a 
Fierce punch to noggin 


Still flying, pounce the target 
with a Roundhouse kick 


Slap the sucker with a 
Cr.Strong punch 


Finish by smackin’ the target 
with a Cr.Fierce punch 


Descending but still air¬ 
borne, chain a Strong punch 


Leap into the target with a 
Jab punch aimed high 


Still high in the sky, tack 
on a Short kick 


Quickly chain a S.Roundhouse 
kick to rocket the target up 


Right before landing, strike 
with a Fierce punch 


Once on the ground, 
perform a Cr.Short kick 


Chain a Cr.Forward kick 
to float them up 


Super jump and pummel the 
dummy with a SJ.Jab punch 


As the victim hits the turf, 
juggle with a Cr.Short kick 


Chain a S.Strong punch to 
send the pigeon in flight 


While the victim is in the air, 
tag on one hit of the Spider Sting 


Quickly, chain an air Web Ball 
before the target falls too far 


Add a SJ.Strong punch to 
the abdomen of the victim 


Rapidly, chain a SJ.Short 
kick to keep the target high 


Beat the sack o’ loser 
with a SJ.Forward kick 


r 

Continue the beating by air 
chaining a Fierce punch 

Land, and perform a Cr. 

Jab punch 

Just for kicks, knock em* up Top it off by juggling with a 

with a Cr.Forward kick Spider Sting for two more hits 

. _ 



























































R aised in a family of gypsies, Erik spent his childhood in 
a Nazi death camp during WWII. Later freed by Allied 
Forces, Erik moved to the Soviet Union to start a new life. 
However, life was hard and he was constantly bullied and 
tricked out of money. When his boss refused to pay him 
again, Erik sent a crowbar flying at his boss, without even 
touching it. It was the first time he would demonstrate his 
powers, techniques that he would later use to protect 
mutantkind from the witch-hunts of the human race as well 
as to conquer the human species, since in his eyes, mutan¬ 
tkind is the superior being. Learning of the existence of 
the Infinity Gems, Magneto sets off for the Infinity Gems, 
more for his own use rather than to stop Thanos. 

From his pre-fight quote (“Playtime has ended”) to the 
way his body darkens before performing his “Magnetic 
Tempest” Infinity Special, 

Magneto is one bad mutha... 6 

Magneto does decent damage [i piL* &JT J 

and has very good range. His Mjf; 

air combinations are probably . » 

the easiest to perform which f 

can amount to incredible dam- 

age. It’s not surprising to be 

left with only four bars of life 

after one combo from 

Magneto. Though he has k 

above average speed (his 
dash is on par with 
Psylocke’s), the delay time 

after special moves can leave % 

him wide open for attack. —— 


t Any Punch in the air 


Any Punch 


i All Punches 


')*- tlZ'.J rJ3iiCi 
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Magnetic Tempest 






























( FURY OF THE MAGNUS 


HAND OF THE MASTED 




Attack the target with a 
jumping Strong punch 


Still in the air, deliver a Fierce 
punch right before landing 


Upon landing, perform a 
Cr.Roundhouse kick sweep 


Link the Magnetic Shockwave 
as soon as mutantly possible 


•fiflMTM 


Jump at the intended victim 
with a Forward kick 


Land and chain a Cr.Fierce 
punch, sending the target up 


Continue the air intro with a 
Roundhouse kick 


Super jump and start the air 
rave with a SJ.Jab punch 


Connect with a SJ.Short kick 
to keep the enemy afloat 


Brutalize the opponent with 
a SJ.Strong punch 


Thrash the target by chaining 
a SJ.Forward kick 


End with an air EM Disruptor. 
Who is the master? Sha’ nuff!! 


Add a Strong punch just 
before your feet hit the floor 


Tag on a jumping Short kick to 
continue the air chain 


Begin the onslaught with a 
jumping Jab punch 


Land and send the target up 
with a S.Roundhouse kick 


Tuumo] 


Chain a Magnetic Tempest 
while the enemy is airborne 


Juggle the sprawled victim 
with a dashing Cr.Short kick 


Super jump and connect 
with SJ.Jab punch 


Launch them high with a 
Cr.Fierce punch 


Continue the air sortie by firing 
a SJ.Strong punch 


Stick a SJ. Short kick 
to the target 


Use the SJ.Forward kick to 
knock the target higher up 


Embed the victim in stone 
with a Fierce punch air grab 


Perform the Magnetic Tempest 
on the falling victim 
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T he son of the devil lord Mephisto, Blackheart wishes to 
achieve his father’s status and power by dethroning him, mak¬ 
ing him the new master of Hell. Throughout time, he has tried 
many schemes to gain his father’s power, and all have failed. 
However, with the discovery of the Infinity Gems, Blackheart 
realizes that with the power of these orbs, he will finally be able 
to become master, not only of Hell, but the rest of the cosmos as 
well. 

If the definition of “bad” is Magneto, the definition of “freak” is 
Blackheart. Why do I say this? Look at Blackheart... everything 
from his hair to the flying mutant pigs he releases! Blackheart 
is pretty weak in the combo department (except for his infinite 
combo), his Infinity Specials only seem to work in combo situa¬ 
tions, and he already has trouble in the combo category. 
Blackheart’s main strength is his ability to keep the opponent 
away from him while hitting him from afar. Most of his attacks 
are based upon keeping the r—r;—-—■—-—-—— 

enemy away and hitting them r 

with all sorts of energy bolts, 3 J/r w 

flying mutant pigs and the ]f 
like. In fact, both his jab and 

short attacks have incredible ^ 

long range (a standing short 

kick can hit an opponent near- % 

ly four character lengths l 

away). Keep the opponent 

away from a safe distance and g 

pelt him with attacks from | 

long range. Blackheart is the W 

only character that can dash in " _ 

the air, and is extremely useful jjjjM 
®for this rather slow character. 1^^ B/iB 


vou 
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sL + Any Punch 


+ All Punches 


sL + All Kicks 
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Heart of darkness 


Armageddon 








































( GETTING STONE 


~ JfLIGHT OF THE8EE12E 


DEMON PARADISE 


Start off by whipping the 
enemy with a S.Short kick 


Knock the opponent into the 
air with a S.Strong punch 


Immediately, chain the 
Armaggedon as soon possible 


The earlier you do the 
Armaggedon, the more hits 


Catch the opponent with an 
Inferno from any range 


Buffer the Heart of Darkness as 
the target falls from the Inferno 


The flying demons will hit add more 
hits and keep the target airborne 


The torture ends with a vol¬ 
canic blast from the hell itself 


Sit back and relax as the 
demons do the dirty work 


Tag the insignificant shrimp 
with a S.Short kick 


Super jump and link a SJ.Jab 
punch to the combo 


Chain a S.Strong punch to 
send the enemy up 


Land and slap the unlucky 
fellow with a S.Short kick 


jump at the cornered target 
and hit with the Forward kick 


Before landing, lighten up your 
enemy with a Strong punch 


Send them in the high air with 
a S.Strong punch 


Say “bon voyage” to the 
vacationer with an Armageddon 
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S ep brother to Charles Xavier (Professor X), Cain gained is ter- 
ible powers during a military maneuver in the Pacific. There, 
he stumbled upon an Asian temple and found the Cyttorak Gem, 
which invested Cain with unearthly strength and resistances to 
any type of pain or injury. However, having fought the X-men, 
Avengers, and many other powerful heroes, Cain realizes he 
needs more power in order to overcome all his enemies. Thus, 
he sets off for the Infinity Gems, confident that he will flick 
Thanos off like a dead flea. 

Power... raw and uninhibited in its purest form. Forget about 
speed and agility, knock-ups and combos. If ya can get the job 
done in one hit, DO IT! Juggernaut’s power is daunting, despite 
his sluggish speed and HUGE delay and recovery times 
between moves. Sometimes his delays can be used as an 
advantage; if Juggie winds up for a Fierce punch, he will still hit 
any character with the Fierce , 

punch even if that character is J 

wailing on him. It is surprising 
to note that juggie does have a 
small number of air combos... 1 

in fact, it’s funny watching £ |S 
Juggie hitting Spidey with a 4 
hit air combo. But don’t be a 
fool and go for the funny-look- 
ing combos when all it takes is 
three or four good hits to 1 ® 

defeat your enemy. If you want jr 
combos, go play Spiderman... if 0 $ 
you want finesse, play M 

Psylocke. Juggernaut just gets - 
the job done... period. / 


4* + Any Punch 


i + Any Punch 


4/ + All Punches 


4> 4^ + All Punches 


ms3smm 
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Alias: Cain Marko 
Occupation: Villain/power monger 


Juggernaut Headcrush 


This move executed when 
near objects 
























(JUGGIE'S JACKHAMM 


WHOLE LOT Of SHAKIi 


(AIR JUGGIE 

^ . .... H ■ ■■ ". 


CYTTORAK ( 


Firstly, jump in and whack the 
target with a Fierce punch 


Land, and crush the 
opposition with a S.Jab punch 


Construction is done with a 
S.Fierce punch towards the target 


Still airborne, deliver a 
heftier Fierce punch 


Land and chain a Cr.Short 
kick to the target 


Leap in and deliver a hefty 
Short kick to the head 


Continue the butchery 
with a S].Short kick 


Set down and blast the enemy 
up with a Cr.Fierce punch 


With the enemy cornered, 
jump in with a Fierce punch 


Crush the target with a S.Fierce 
punch before the target lands 


Use a Sj.Forward kick as a 
reminder not to piss off Juggie 


Backhand the unlucky victim 
with a S).Fierce punch 


,rooTon»PHf:Btr« 


_ JSKLk hmmd 

On the ground, dash and 
chain a S.Jab punch 


Show Juggie’s flexibility by 
chaining a S.Roundhouse kick 


Leap at the enemy with a 
Short kick to the skull 


Prior to landing, smack ’em 
with a Fierce punch 


If done correctly, you will 
juggle for more carnage 


As the victim hits the turf, 
begin another Headcrush 


Quickly, chain a Juggernaut 
Headcrush to the fray 
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JJ ^ Alias: Shuma Gorath ^1 

'Wk Occupation: Unknowi^^^^J| 




M ot much is known about the dimensional being known 
as Shuma Gorath. Doctor Strange has been known to 
clash with this universal octapoid, though very few know 
the intention’s of Shuma Gorath. All that is known about 
Shuma Gorath is it’s incredible ability to travel from 
dimension to dimension in a blink of an eye. As a dimen¬ 
sional being, Shuma Gorath has known about the Infinity 
Gems for some time, and the idea of holding all Infinity 
Gems is enough for this powerful being to start his 
search for Thanos. 

An octopus that walks... hmm, any resemblance to Spiral 
of X-men:COTA ? Actually, Shuma Gorath is one of the more 
interesting characters and though comparisons of Shuma 
Gorath to Spiral of X-men:COTA have been made, Shuma is 
a very different character. Though not too quick, Shuma 
has deceptive long range and does above-average damage 
for it’s moves. The 
thing’s special moves 
should usually be per¬ 
formed during a combo 
due to their charge 
and recovery times . Of 
all the characters in 
MSH, Shuma Gorath is 
the grappler of the game, 
and this is emphasized 
especially with his 
Roundhouse throw 
(which drains life from 
the enemy and fills 
Shuma’s life). 




YOU CANNOT UNDERSTAND MY POWER! 

SPECIAL MOVES 


MYSTIC STARE 


MYSTIC SMASH 


Chargefesec.),-* Any Punch 


Charge( 2 sec.) 


Any 


Kick 


L • III 


Close-* ^ 


* + All Punches 


Any 


Kick 


Chaos Dimension 


3 


J§gg|te : 
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(AN EYE for more eyes 


RELEASE THE GORATH • / 


ENTER THE SHUMA ZONE • I 


Commence combo carnage 
with a jumping Strong punch 


Chain a Roundhouse kick 
while charging back 


Release the Mystic Stare 
right as you land 


Leap to the cornered foe 
with a Strong punch 


Launch the enemy into orbit 
with a S.Forward kick 


Before landing, chain a 
Forward kick to the target 


Landing, whip the target 
with a S.Jab punch 


rUSSS'/S/S/SS/s 

><• ’JDTQfh. 


XopTflfH flWET 


Continue the air combo with 
a SJ.Strong punch 


Air chain a SJ.Short kick 
keeping the lackey in the air 


Air chain the spinning 
SJ.Forward kick 


End the slaughter with a 
love biting Strong punch 


While falling, shoot with the 
S].Fierce punch aimed up 


Once down, juggle the sprawled 
enemy with SJab punch 


Blast the wretched victim with 
a SJ.Fierce punch aimed up 


Marvel Super Heroes ends. We hope you 
enjoyed this mass combo festival, and rest 
assured, MegaFan will be back next issue with a 
look at the crazed Doctor Doom and the fabled 
Thanos himself... Until then... Excelsior!! 
















































































Take on turtles with style... the conclusion to WIFs 
to SF III is here! Round two.. FIGHT!! 


All artwork ©Capcom Ltd. 1996,1997. All rights reserved. 
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Ryu was b{ 
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rer, use this combo to dazzjg 
cross up your"enemy witjf a 


damaging combo fpiyou gii; 
MinSftrg Fierce. When you l; 
Kthen keep tapping'Rd^ndhi 


> is c n easy, y< 
re. i tart witp 
standing Fier 


land/^dtandjng 
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Opponent putlijta^bn the “Blocking-1 
the Century” trying to let time run 
Just land a Leap Attack. Unable to 
that hit sitting down, your enemy 
surely try someflling. Shoryuken t\ 
oned into alwenjin-Hado-Ken. 


:rmgin; 


ou^et yofir erieiny/t 
ly followed by] a yea 
pediate Icjw forward 
as needed. 


Here’s a nice setup for the 
block a jumping roundhoi 
Attack. Anxious to retaf 
two-in-oned inti 


stless spirit from childhood, 
nd his treks across the globe 
for the ultimate fighting spirit 
h his old sparring partner and 
and child has made Ryu take 
ing however, Ryu uses his own 
out employing any wasteful 
boyance and vanity to his foe 
not as flashy as those of other 


{always fascinate his opponents... 
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SHIN-SHORYUKEN 

4,^->4,-a-* + ANY PUNCH 
DENJIN-HfiDO-KEN 

4^-»4^-»+ HOLD fiNY PUNCH 


HfiDO-KEN 
+ fiNY PUNCH 
SHORYUKEN 
+ fiNY PUNCH 
fiTSUMfiKI-SEMPUKYfiKU 
4i+ fiNY KICK 
JOUDfiN-SOTOU-GERI 
+ fiNY KICK 
SHINKU-HfiDO-KEN 

x fiNY BdNfH 
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You want power? I give you Dudley’s most 
damagingsuper. When you land the 
Rolling Thunder, be sure to keep tapping 
the buttons to lengthen the durati^ij of the 
n beatdown. 


This monster combo will not end. When your enemy is close to the corner, trip him 
with a low Roundhouse. Immediately do a Ducking Uppercut (hit kick), followed by a 


Jumping Fierce juggle. Land and do a Rocket Uppercut super before he lands. Then 
heap on the hurt with another jump Fierce and a final Rocket Uppercut. 


Use Dudley's standing forward, roundhouse, forward, roundhouse as a pressure 
combo. If they block too much, do a Gut Punch throw. When they're scared, tease 
'em with k low short chained with a standing forward. 


This is a trick for you sneaky players. Two- 
in-one a low strong into a Ducking, but 
don't hit a button after that. Just rush up 
to your blocking foe and pummel him with 
a Gut Punch Throw. 


For those able to type 60 words per minute, you’ll love this simple 
chain. Just jump on your enemy with Forward, then do standing 
Forward, Roundhouse, Fierce for a painful 5 hits. 


All artwork ©Capcom Ltd. 1996,1997. All rights reserved. 


Dudley was born in England to a wealthy family. Dudley’s father, in 
addition to being a successful businessman, was also a great athlete, and 
this lead to a very wealthy upbringing for the youngster. Once in college 
however, Dudley was shocked to hear that his father's business had 
failed. In an attempt to turn the tide of his family’s fortunes, Dudley 
turned to professional boxing, and began to rise through the ranks, 
using his prize money to buy back the wealth that his father had lost due 
to the betrayal of another. Although small for a heavy-weight boxer, 
Dudley’s amazingly powerful technique and speed are used to devastating 
effect. He now seeks to finish his opponents in an appropriate style. 


Not as useful as the other two supers, the 
Rocket Uppercut's main use is for the pro¬ 
tracted combo shown below. You can also 
use it as a wakeup move or at the end of 
nearly any combo. 


Corkscrew B 

low 


iff 

Iff 


isie, block damage, or the conclusion of 
any combo. Corkscrew Blow does it all. If 
you land it as a wake-up at close range, 
the damage is especially nice. 


JET UPPERCUT 


+ fiNY PUNCH 
MfiCHINEGUN BLOW 


4^-* + fiNY PUNCH 
DUCKING 

+ fiNY PUNCH + P/K 
CROSSCOUNTER 


+ fiNY PUNCH 
ROCKET UPPERCUT 


+ fiNY PUNCH 
ROLLING THUNDER 


4>*-*4'*-» + fiNY PUNCH 
CORKSCREW BLOW 


+ fiNY PUNCH 


Wake up low-blocking enemies with a hold forward Roundhouse overhead. Chain 
that with a standing forward followed by a quick Corkscrew Blow to knock ’em 
down. When they stand, do a low roundhouse followed by a Ducking Uppercut. 


































Ibuki was born in a small mountain town in rural Japan, and is now a high school 
L student. Previously, a most memorable event had transpired in the town, 

\ when the third grade children were herded to a shrine and told of the town’s 

V great secret. Ibuki’s town was the only area to be chosen as a special testing 

' ground for Ninja training. What followed was years of gruelling exercises 
(which Ibuki complained about), but this lead to Ikubi excelling in all areas, 
and for this new-found athletic strength, she is thankfuL She now travels the 
world at the request of others, when infiltration services are required. Her 
strengths lie in Ninjitsu combined with all the ancient Japanese martial arts. Sharp 
movements allow her to close in on an enemy and inflict severe damage to weak 
points with a deadly blow. 

^ Hgj \ f lwp? l -it ijBSk 




Ibuki makes a mad dash at her opponent 
and starts going crazy. At the end of the 
Hashin Sho, you can juggle them with 
roundhouse and whatever you like. Do 
this if Ryu/Ken throw a Hado-Ken at you. 


Wakey, Wakeyl If you can land this grab¬ 
bing super, your opponents will be hating 
life. Yoroi-Doushi does hardcore damage 
if you grab, or else does a 12 hitting fire¬ 
ball if they’re out of range. 


Great for block damage and quick to 
charge. You can combo the Kasumi-Suzaku 
with a Flying Swallow. Also, keep tapping 
the buttons to show some serious hang 
time and prolong the fury. 


8 # : 


it. Start with a deep, jumping Strong punch. Land and do a standing 


Ibuki’s reliable combo has “Ooh Aah” written all over „ _ . _ — \ 

Jab chained with (get this...) standing Strong, low Roundhouse, Standing Roundhouse (this is getting serious), then super 
jump after them with an aerial holding toward Fierce, then Forward kick. It takes some serious timing (mostly of the fast 


variety) to land all of it, but the results are well worth the effort you put into it. 


If that last one was too much for you, try doing a deep jumping Forward, stand 
ing Short chained with a Forward two-in-oned into a Lightning Fist. 


When you manage to land a jumping Forward cross-up, do a Fierce two-in-oned 
with a Spiral, and then super-cancel into a Hashin Sho super. 


When you land a low forward kick, 
antagonize your blocking enemy with 
a Leap Attack, then do a Lightning 
Fist if she tries to make you pay. 


Set up this trick with a holding toward 
Roundhouse. From that distance, do a short Neck 
Breaker. You will recover almost instantly, so 
parry their attack, then do a Lightning Fist. 


Yoroi-Doushi 


KUNAI DAGGER 


(in air)4^-> + ANY PUNCH 

lightning fist 


SPIRAL 


FLYING SWALLOW 


+ ANY KICK 


NECK BREAKER 


WIND SLASHER 


KASUMI-SUZAKU 


(in air) + ANY PUNCH 


YOROI-DOUSHI 


HASHIN-SHO 


1 




































Despite being considered completely insane by numerous psychologists who have 
visited this freak of nature, Oro thinks of himself more as a thinker and the quintes¬ 
sential hermit. At 140 years old, Oro is still rather immature, relying on scare tac¬ 
tics and jibes to win over his foes before he crushes them. He believes that 
he has acquired the magic of the Hermit (indeed, all his previous bat- —-- 

tlings have left Oro undefeated), and now uses this arcane powers to his A/ 

own ends. In a thought pattern totally devoid of hermit attitude, Oro / ** y/ 
intends to beckon students into his Amazonian cave system and train f 0 

them up in the arts Ihe has acquired. However, this devious pensioner l 


Yagyou Dama is great for making people 
look bad. Knock your enemy up into the 
air and have him land on a couple of these 
for ugly combos. You can have three on 
the screen at the same time. 


The best super in the game. If block dam¬ 
age doesn’t kill them, the multiple hits 
from single moves will. Oro is a killing, 
comboing machine with the Stone in 
effect. Beware! Stopsign Zone ahead. 


Here’s an intermediate combo from any dis¬ 
tance. Super jump at your enemy and cross 
him up with a jumping Forward kick. Land 
with a standing Forward two-in-oned with a 
Human Pillar Driver. 


Try this ugly 


_ „ combo on for size. Land a jumping 
Roundhouse, followed by a low Forward kick two-in-oned 
with a Demon Dragonfly. Smell my pits! 


Execute the Tengu Stone super, then corner your Hi/Lo Madness. If they stand, low for- 
opponent with a frantic attack of standing shorts, ward two-in-oned with a Human Pil lar 
If he blocks it all... fine. Start mixing up low short Driver. If they duck, do a Leap Attack 
with standing fierce for some serious beatdown. followed by the above for a combo. 

\ Wm /' I HI 

All artwork ©Capcom Ltd. 1996,1997. All rights reserved. 


SON DISK PfiLM 
<- (CHfiRGE)-* + fiNY PUN CH 
DEMON DRAGONFLY 
4- (CHARGE)? + fiNY PUNCH 
HUMfiN PILLfiR DRIVER 
+ fiNY PUNCH 
DEVfi KING'S POWER 
+ fiNY KICK 
YfiQYOU-DfiMfi 

+ fiNY PUNCH 
TENGU-STONE 

+ fiNY PUNCH 
KISHIN-RIKI 

+ fiNY PUNCH 


Affectionately called the “Reeky,” this 
super is unblockable. Before your timer 
runs out, grab your opponent either on the 
ground or in the air. They have to run 
away to stand a chance. 


Kishin-Riki 
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It takes a while to charge, but the Storm is 
Necro’s most effective anti-air super. If you 
have two charged and your opponent 
blocks the first, stop it immediately and 
then do the second one. You can't escape! 


The threat benefit of thtS^Opejjjj^ gives 
Necrp a high-damaging move up close. 
The majority oCtT^j^fh^moves are lack- 
> mention itiias 


Beware the Snake? This quick-tocharge 
super is great in footsie if your enemy so 
much as flinches. Also iisg it for block 
damage, wake-ups, and as f correctly 
j timed anti-ajrYn^ye. 



■/ 


m 

m 

mutt- ** '■ 

f 1 'yf'y % 

fwl Tr'l? 

s-'> 


main plan for taking off energy. Do a standing 
followed by Strong two in oned with a Spice 



Here's a cornet combo for you. Land a fierce Spinning Punch, 
ve crouch Fierce^ hold back Roundhouse, Magnetic Storr 



Introducing "The Unstoppable . 1 
Land a Leap Attack, then imme 
diately do a Slam Dance. This 
works soooo well, it's sick. 


Fight at a dfet^ce where yourj«fves can reach, 
but your enemy can’t. Standing forward and 
fierCe/npn^hn away^ Lo^trong if he jump^ 



Try this two*in-one trick to antagonize. Startvoff with a low j&jpp*''"' 
oned with either a Flying Viper or a Snake Fang depending on if you want 
them to block high or low. Mix it (ip as ne 


yj~ 


SNfiKE FANG 
+ ANY KICK 
SPINNING PUNCH 
+ ANY PUNCH 
FLYING VIPER 
lid*- + fiNY PUNCH 
ELECTRIC BLASTER 
+ ANY PUNCH 
MAGNETIC STORM 

+ ANY PUNCH 
SLAM DANCE 

+ ANY PUNCH 
ELECTRIC SNAKE 

+ ANY PUNCH 




STREET FIGHTER III ENOS. MegaFan’s SF III coverage will return 
with Street Fighter III Second Impact action... coming soon! 


































































Welcome to Megafan’s Street Fighter EX Plus Alpha 
MfeL Extravaganza! Learn how to tackle the most painful 
of Expert Training Mode combos, impress your 
friends with your “Combos with skill”, and get a 
complete moves list for our featured fighters. 


Pray tell where be my other characters Hikaru? 
Well, they’ve been harvested by none other than 
Station Magazine!!! Feast your eyes 
on Station’s EX insanity and tell ’em 
Hikaru and Arcade Bob sent ya... 
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training 


Greetings fellow Combo junkies, and welcome to the training section, a quick lit¬ 
tle overview of the terms used in this section as well as a “how to” on reading up on 
your fave characters. 

Who is the real Skilliam “Skills” MacGregor? 

Perhaps the greatest Capcom games player the world has ever known, none other than Mr. Skilliam “Skills” 
MacGregor. Creator of the Roundhouse, Fireball sensation, and the mentor behind ‘Two Scoops” (making two 
scooping motions for an easy Super Move cheat), “Skills” has done it all. No one’s quite sure of his humble 
beginnings, or what he looks like. Only the stories passed down from one loyal arcade enthusiast to another. 
Maybe you’ve played him, and have witnessed his hardcore combo insanity. We have, and it’s to him we ded¬ 
icate the “Skills” combos. Combos which require just that to accomplish; mad, unadulterated... skill... 

_basics_ 


Cancel 


Two-in-one 

A Two-in-one, basically means making two 

be Ryu’s low FK to Hadoken two-in-one. Since 
the Hadoken Motion is a quarter circle starting 
from down, press FK at the beginning of the 
motion (start from down), then quickly roll the 
controller forward, and press any punch when 
you hit the end of the quarter circle (towards) to 
complete the motion. This gives you two moves 
with one motion. 


Like Salt and Pepper, the Cancel goes hand-in- 
hand with the Two-in-one. By performing a Two- 
in-one. you actually cancel the final frames of 
the first move’s animation, and immediately cut 
into the next move. By Canceling the first move 
with the second, you prevent your opponent from 
recovering. This is the basis of 95% of the com¬ 
bos in SF EX. They start with an opening move, 
(usually a jump in), continue with a two-in-one, 
or cancel, and is finished by a flurry of Supers. 


super moves & super cancels 


Super Cancel 


To Super Cancel, perform the 
next Super Move as the FIRST 
Super Move is still hitting your 
opponent. Some Super Moves 
can only be cancelled at cer¬ 
tain, and obvious points. Such 
as Akuma’s Super Uppercut, 
which must be cancelled while 
his feet are still on the ground. 


The same as Cancelling, a Super Cancel int< 
rupts the first Super Move’s ending anima¬ 
tion with the next Super. 


one (Zangief can use all 


Each Super Move requires one (Zangief can use all 
three at once) Super Energy block found iust below 
the main energy gauge. Any of your blocked 
attacks awards you Super Bar Energy. 


guard breakers 


Though throwing is in the 
game, some consider It to 
be cheap. In any case, 
you can reverse the throw. 
To reverse a throw, per¬ 
form your throw com¬ 
mand as soon as you are 
grappled by your oppo¬ 
nent. If successful, you’ll 
escape, and be awarded 
Super Bar Energy!!! 


Guard Breakers are a 
great way to wake up a 
slow player. They cannot 
be blocked, and lfj.it suc¬ 
cessfully connects, it ren¬ 
ders your opponent 
unconscious (dizzy). To 
perform a Guard Breaker, 
simply press a punch and 
kick button of the same 
value, he. WP+.WK. 


Guard Breaker 


If you smell cheese, and are being 
thrown, perform your throw com¬ 
mand to escape. 


This requires One Super Bar Block 
to perform. By all means, use 
GBs as much as possible. 


legend 


Command Move 


indicates move can 
be Super Cancelled 


Throw 


WP: Weak Punch 
MP: Medium Punch 
FP: Fierce Punch 


Guard Breaker 


WK: Weak Kick 
MK: Medium Kick 
FK: Fierce Kick 


Super Move 


Tomoenage 

MK or FK 


Sakotsuwari 

P + K of same value 

(SC) 

Shinkutatsumakisenpukyaku 

any kick 

(can be done in air) 

(SCI 








SPECIAL ARTS 


It’s all about Ryu, quite possibly the most balanced character in arr 
Street Fighter (next to Guile of course!). Unfortunately, Ryu cai 
become boring over time, especially as old-school SF fans have beei 
playing this character for SIX years. It’s easy to see Arika knows Ryi 
and Ken have become a bit tired over the years. Their answer; Kairi am 
Allen. More than just head swaps, these guys work Ryu and Ken. Ol 
well, Ryu’s still fun for those die-hards, but this is EX and you may wan 
to try some new flavors. 


Sakotsuwari 


Shinkuhadoken 


Shinkutatsumakisenpukyaku 


Use this move as the first Super in a Super 
Cancel Combo. This way you keep your 
opponent grounded. 


Not only is this a great get-up move, but an 
excellent escape move. Check out strate¬ 
gies to find out how. 


Ryu grunts after he strikes, mak¬ 
ing this move hard to react to. 


EXPERT TRAINING MODE TACTICS 


Much like Akuma, Ryu’s Training isn’t too hard to accomplish, 
ly challenging exercise is number 1 6. 


MK Tatsumakisenpukyaku x2, Shinkutatsumakisenpukyaku (air), 
Shinkuhadoken, Shinkutatsumakisenpukyaku _ 


SUCCESS 


Off to the Old-School Street Fighter dojo we go! Ryu’s basic techniques 
be quickly slapped together into a flurry of linked carnage! If you have 
skills, that is... 

JK Jump FP, Low FP, Hadoken, Shinkuhadoken, Shinkutatsumakisenpukyaku 


Jump MK, Low MP, Low MK, FK Tatsumakisenpukyaku *2, Shinkuhadoken, Shinkutatsumakisenpukyaku 


Connect a deep 


cross up (back of the neck) MK, and when grounded continue with a low MP to MK link, 


... . _ ■ I • , , ... --^ IVM IU i»i «\ I wu-m-uuc UlC 

with two FK Tatsumakisenpukyakus. After the last hit, land and quickly perform a Shinkuhadoken before your opponent 
recover. Now just before the Shinkuhadoken finishes, cancel it with Shinkutatsumakisenpukyaku to finish the combo. 


recover. Now just before the Shinkuhadoken finishes, cancel it with Shinkutatsumakisenpukyaku to finish the 







STRATEGIES 


Played either defensively or offensively, Ryu is a 
force to be reckoned with. As always, you can 
count on Ryu as your backbone character when it 
comes time to lay down the law. 


Snintatsumaksenpukyaku to reverse your 
opponent, in the air or on the ground! 


nvc. Sempukyaku 


Use this to counter low attacks. 
When Ryu lands, follow up with 
a Shinkuhadoken. 


Hook line and sinker 


Now Guard Break them as they 
recover. Time it so your oppo- 
^ nent is on their feet, r-4-04 A 


If your opponent is fooled, and 
tries a get up move, you’ll be 
out of range. Now move in^ 


When an opponent is downed, walk 
as close as possible, then walk 
away at the last second. 


Super Cancel 


SPECIAL ARTS 


+ any punch (SC) 


Hodoken 


Shoryuken 


Super Cancel off the Guard 
Breaker to take advantage of the 
situation. Goto .01. 


Tatsumakisenpukyaku + 


o + medium kick (SCI 


Sempukyaku 


Seoinage 


Not Fooled 


Tomoenage 


P + K of same value 


Snkotsuwari 


Shinkuhadoken + any punch' (SC| 


Shinkutotsunvikisenpukyaku any ki 

<cjm be done in air) 


If your opponent Blocks, or rises motion¬ 
less, throw them to bring them back 
to their senses. Goto .01. 


r- If Hi Shmtatsumakisenpukyaky Escape! — , 
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When^you sense an oncoming attack, unleash a 
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SPECIAL ARTS 


so he’s NOT the 


■ Let me just start by saying, okay. 

I brightest idea to trickle down from Arika’s design 
' room, but he’s a blast to play, and well, Bengus real¬ 
ly makes him look cool (er, sorta). With that done 
and said, C.Jack (or should I say Cracker Jack) 
shouldn’t be counted out as a serious character. On 
top of sporting shades, he can really dish out large 
man-sized chunks of damage with any one of his 
Skills-tested, MacGregor-approved combos. 


Double Arm Punch 


Homerun Hero 


Raging Buffalo 


Here’s your tool to starting “Skills” combos. 
Cancel this one before tne final punch to 
rack up more damage. 


What “Homerun” has to do with this move get; 
Cancel into the after Crazy Jack. You can al 
use Homerun Hero as a get-up move. 


te your time on this one. 
d uses, and can’t be Su 
Cancelled. Bummer. 


EXPERT TRAINING MODE TACTICS 


You’ll begin to see C.Jaok’s potential the farther along you make it in Expe 
Training mode. Perchance you’re stumped on No. 15 like I was for tv\i 
days, check out all the juicy details below. 



EX-14 Hit 10 fireballs 


SUCCESS 


Start batting practice on the farthest side of the screen from the hurler Evil 


i — ---- Ryu. As you bat more fireballs, C.Jack 

slowly inches forward. To compensate, swing faster because the breaks between fireballs steadily become shorter. 
Once next to Evil Ryu, bat him across the screen to reset your position. The counter WILL NOT reset!!! 


Double Arm Punch, Homerun Kero, Jump FP, Low FP, Homerun Hero 


SUCCESS 


Double Arm Punch Evil Ryu at highest point of C.Jack’ 


s swing. This will send Evil Ryu high 
enough to set up the combo. Next connect a Homerun Hero, make sure it launches E.Ryu 
off the screen for the combo to work. Now, jump up and follow E.Ryu down with a LATE 
FP. When you land, immediately hit with a low FP. Two-in-one the Low FP with the 
Homerun Hero and pick up your pass to club “Skills” at the door. 


CYm 1 C\ Homerun Hero, Batting Hero, Crazy Jack (Upper), 
fgPi I w Homerun Hero mimmimmmmmA 


SUCCESS 


Move in close and unleash a Homerun Hero. As soon as the screen turns 
blue, begin charging back. Now at the lowest point possible, Bat E.Ryu, 
and on impact cancel into a Crazy Jack. Hit kick when the screen 
pauses again to perform the Upper variation. 






lump FP, Low FP, RnaJ Punch, Crazy Jack, Homerun Hero, Batting Hero, 


Begin by pressing your aii three kicks button, and hold it. Now jump in 
with a late FP, and follow it with a low FP. After the Low FP, release the 
all three kicks button to execute a Final Punch. Super Cancel into a 
Crazy Jack, and interrupt the final hit with the Homerun Hero. Now 
charge back, land a low Batting Hero, and cancel into the final Crazy 
Jack. Press any kick when the screen pauses because only the 
Upper variation will connect. 


STRATEGIES _ W. 


Being more of a Powerhouse, CJack’s not too heavy on strategy, 
you’ll find some of the essential basics to playing a good C.Jack. 


Batting Hero 


If you can really read your opponent’s oncoming 
fireball, score two hits for the price of one! 
this will force him to rethink. 


s the Homerun Hero as a get up move whei 
>ur opponent’s feeling brave. If this doesn’t 
keep them out, just throw ’em next time! 


SPECIAL ARTS 


By chance you miss your Crazy Jack, quickly 
cancel into a Raging Buffalo while in close 
and You’ll grab your blocking opponent. 


Dash Straight 

ochargeo + any punch (SC) 

Dash Upper 

^charge 1 ^ + any kick (SC) 

Batting Hero 

+ any punch ([JQ| 

Soccer Ball Kick 

+ any kick (SC) 

Final Punch 

hold all P or K. release (SC) 

Power Hunter 

^or<^ + MK or MP 

Powerlift Throw 

oo r<p + MK or MP 

Double Arm Punch 

P + K of same value (SC) 

Homerun Hero 

<?t2Q<P[2Q + any kick(SC) 

Crazy Jack 

^chnrge^o^ + any punch (SC) 

Raging Buffalo 

^charge^C 3 ^ + any kick 


Homerun Hero 

-1 
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SPECIAL ARTS 


Finally, the man, the machine is back! The i 
worth the wait, for Guile is Just as powerful a 
some! Step aside Nash (Charlie), the real deal h 
keepin’ it real in a bottom-bashing-type fashion. 


Elbow Stamp 


Double Somersault Kick 


Opening Gambit 


This is a combo-onf 


irsaul 


Time a Sonic Boom to hit your fallen opponent as they rise. 


Follow it up with a Jump in MK, that registers TWO hits (plus first 
Sonic Boom). Now two-in-one a standing WK with another Sonic Boom. Once the Sonic Boom connects, Super Cancel into 
the Opening Gambit, and wrap it up the the Double Somersault Kick. This combo works great when you couple it up with 
the Pressure combo on opposite page. Consider this a “what to do next” if step .01 connects. 


Jump FP, MP, MK, Sonic Boom, Opening Gambit, Double Somersault, Opening Gambit 


If you possess the skills of Mr. MacGregor, then you’ll want to tackle this combo. Connecting the final Opening Gambit is more 
of a salt in a open wound kinda thing, so it’s okay to skip it. However, a hardcore player will insist on connecting the final 
Opening Gambit. If this sounds like you, remember to Super Cancel the Double Somersault Kick on the SECOND 
Somersault Kick, just BEFORE it hit for a SECOND time. This timing takes skills from the heavens. 




















































STRATEGIES 


There’s not much new to Guile, in fact, he plays 
about 99.9% true to the original Hyper Fighting 
Guile. A true turtle at heart, Guile can just about 
stop any Zangief, and pound any other character 
for that matter. Guile works best as a defensive 
character, but can also be an extremely men¬ 
acing offensive character. 


nvc .Sonic Boom, Spinning Back Knuckli 


I remember Frenchy teaching me this one back 
in the good ol’ days. It’s still possible to back¬ 
hand an opponent after fireball fight. 


nvc. Somersault Kick 


This one goes 
above, with 1 


hand in hand with the technique 


- _^.. Guile is almost 

invincible against most projectiles. 


Sonic Boom 


Elbow Stamp 


If your opponent blocks the Sonic 
Boom, Elbow Stamp them, and 
return to step .01. 


If you suspect they might counter 
the Elbow Stamp, throw them 
^ instead! Repeat step .01. 


Start off with a Sonic Boom as 
your opponent is arising. 


SPECIAL ARTS 


Sonic Boom ' charge^ + any 


As a variation to throw off your 
opponent, jump in with a FK to 
mix up the pattern. Go to .05. 


Follow up the FK with a low FK and 
charge another Sonic Boom or 
Somersault Kick. Go to step .01. 


Double Somersault Kick £ ?chorge^r?<?+any kick ($0 


Somersault Kick 

5 chargetf + an kick 

(Tc> 

Spinning Back Knuckle 

<=> TFP 

(To 

Rolling Sobat 

i$or <=*+ MK 

(To 

Heavy Stab Kick 

~~e>br<j5 + FK 

(To 

Hip Toss 

oor<s + MP or FP 

Dragon Suplex 

.Oor^ + MK or FK 


Flying Buster Drop 

U + MP or FP fin air) 


Elbow Stamp 

P + K of same value (SO 

Opening Gambit 

^charge^c^. + any punch (SC) 
























Kyakuhougi 


Mainly a strs 
easy to bree; 


ne’s the final exercise, it’s surprisingly easy. The only skilled part cancelling all three supers on an airborne Evil 
jns the cancels must be quick as the Kyakuhougi will only hit once when cancelled into. Finish by Super-can¬ 
celing off the one hit into the final Kireneki; you’ll need to charge it to catch the falling Evil Ryu. 


_ CQMSQS 

Although Hokuto plays well as a defensive character, having a skillc 
combo to come in with makes her overall game even deadlier. 


Jump FP, Low MP, Chuugekihou, Shougekiha, Kireneki, Kyakuhougi, Kireneki 


Start with a deep crossover medium kick. Link two low strong punches and two-in-one the final MP with weak punch 
Chuugekihou and Shougekiha. Cancel the Shougekiha with the Kyakuhougi which must be Super Cancelled on the first and 
only hit with a Kireneki. Charge the Kireneki and watch your foe fall right in. 
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Cancel the Shinkyakugeki with a Kyakuhougi. 
Super Cancel the Kyakuhougi on the first hit 
with the Kireneki. 


The Kyakuhougi’s excellent range is the key 
to pulling this one off. Super Cancel the 
Kyakuhougi with a late Kireneki. 


STRATEGIES 


Shinkugeki, Furi, Kireneki 


Just jump in on a turtling player and Ryusui ’em. 
Perform a Kyakuhougi on their tender backside, 
and finish it with a Kireneki Super Cancel. 

r€Fi mil A " I 


Side step a Super by canceling a Shinkugeki or 
Shinkyakugeki with a Furi, as Hokuto’s back is 
to your opponent. Now just aim and fire! 


—11 VC* Standing 


Standing 


Another great anti ’Gief move. 
Pay special attention to the 
timing, the MP is quick. 


Keep out ’Giefs who love to play 
footsies. Watch yer toes... 


SPECIAL 


Chuugekihou ^^ + any punch (SC) 

Shogeklhouiofter Chuugekihou) 

Gokyakugou 


<p$t 2 + any punch^SC) 


+ any punch(SC) 


Gokyakuhou, Kireneki 


MZ 410 


Shinkyakugeki 


<=> + any punch 


Furi (after Shinku or Shinkyakugeki) 


o + fierce punch 


Chuuhou 


If you suspect your opponent will jump in as 
you’re rising from a fall, quickly perform a 
Gokyakukou as you rise. 


^ + fierce kick 


Gaishuu 


Keishukou 


Bokyakuban P + K of same value (SC| 


+ any punch^SC) 


Kireneki 


Kyakuhougi 
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This is Kairi’s key to air combos a plenty! Use 
the Shinkihatsudo as your opening super 
after a successful Ryoubu. 


w. - vr * ■ i - r 

Use this Super oniv when in close range and 
in combos. The Sairoukyoushu can also 
be used as a get up move. 


only requires one Super Bar, so it’s a great 
suit move after a Guard Breaker. Other 
than that, it ! s risky to try it in combat. 


Though slow, it can be effec¬ 
tive after a standing Jab. 


SUCCESS 


SUCCESS 


The madness your expected to pull off in the space of mere nanoseconds is ghastly. To 
make things easier (yeah, right) start the combo as a cross up (aim for the back of their 
neck). This will put you in deep enough for the Sairoukyoushu to connect. 


EX-16 Remain airborne for Ten seconds 


I 


ft, EXPERT TRAINING MODE TACTICS 

fr) J Kairi’s got a couple of tough training combos. Actually they aren’t really th 
^ J hard, what makes them a chore is the awkward motions your thumb 
J required to do in a matter of nanoseconds. 


EX m 1 4 Jump FK, Low MK, Mouryotikasen x3, Shinkihatsudo (air) 




Though it doesn’t sound hard (or look hard) actually doing it is very difficult. Consider this the first of the joyous 
thumb thrasher combos. The trick is to buffer (actually perform them a bit earlier than norm) the last two 
Mouryoukasen, this gives you enough time to pull off the two quarter circle motions in the opposite direction. 

^EX-1 5 Jump MK, Low FP, Maryurekko, Sairoukyoushu, Shinkihatsudotaip 
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from bei 


Start with a deep MK. followed with a low MR MK link. Buffer 
two Mouryoukasen, and perform the Ganryumeshu quickly 
after. Cancel the Ganryumeshu on the first and only hit. 
The next two Super Cancels are cake. 


STRATEGIES _ 


r combos, here’s a couple 
Falling out of his pockdis* 


you land a jumping MK, quickly follow it with a Garyumeshu. Cancel this by 
a Sairoukyoshu. finished by another Garyumeshu. Having more than one 
power combo in your line up will make your Kairi harder to defeat. 


SPECIAL ARTS 


n ii Ryoubu, Stunkihatsudafair} 
Garyumeshu, Shinkihatsudo(air) 


#&<=> + any punch jscj 


Shinkihatsudo 


+ any punch 


Mnryurekko 


Mouryoukasen + any kick (x3)( SC) 


o + medium kick 


Ryoubu 


Kuteikaku 


Urnjigokugurmn 


P + K of same value 


Shinkihatsudo 


Follow the Ryobu with the Shinkihatsudo. 


It's not a cancel, so it needs to be timed. 
Once completed, it’s easy-street 
Super Cancels from here on out. 


Garyumeshu 


any punch (airl^SC} 


Sairoukyoshu 


Kyoujynrenbu 































pspai 

£ Lic-L a’.uol* 

\.\.Ll.v£l/L LUC.1 


SUCCESS 


Once you’ve started the combo with a deep FP, and low FP, quickly perform a FK Shoot Kick. The timing on the Shoot Kick is 
critical if you expect to connect a low WK. Try to perform the last Shoot Kick as late as possible. This will send Evil Ryu 
higher, giving you enough time to land the low WK, and finish it with 


a lightning fast (literally) Lightning Knee, 


FK Shoot Kick x3, Shoot Upper, Spin Side Shoot 


Surprisingly, this Exercise is easier than 15! Mainly because the timing on the Shoot Kick isn’t as critical. When you conne 
the Shoot Upper, after the final Shoot Kick, Super Cancel on either the first or second hit. If you truly have “Skills” you’ll 
want to Super Cancel on the second hit like pictured above. C’mon kid, make the legendary “Skills” McGreggor proud!!! 


If you don’t play Blair, you’ll find an eight part reason why 
you can’t win fights on good looks, or can you? Hmmmm. 


Middle Kick {FK}, Spinning Side Shoot, Mirage Combo 


riVC. Kick, Spinning Side Shoot. 


Sure it doesn’t look like much, but once you see 


the damage you earn 
for such little effort you’ll ‘reckonize’ the infinite skill being cheap. 
Use this combo on a missed uppercut, or as an insult. 
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openinjg MK can be either a cross up, or deep jump in. 
a MP, MK link! and continue into the Shoot Kick x2. Now 
start basting two scoops on the control pad and Super 
Cancel your way to an easy round winner. 


STRmTEGIESJ 


\ under a fireball. Avoid hideous 
block damage!!! 


SPEcm ARTS 


Slide under an airborne opponent 
x and grab them when they land! 
Blair, l love you! 


Lovely Kick 


Neck Slay 


Trick Kick P + K of same value (SCp. ^ 

Mirage Combo Kick| + any kick (SCi 


Blair’s answer to flaming fireball 
traps. Use this enough, and you’ll 
v soon miss seeing projectiles. 


Kyoujyarenbu 


Sliding Arrow 

+ any kick 4 

Lightning Knee • 

+ any kick 

Shoot Upper 

+ any punch 

Shoot Kick 

+ any kick (x3)^i 

■ .rs d't 

































SPECIAL Am 


It’s hard to consider Sakura a real character; she’s more of an answe 
for Japan’s lust for Toki Meki schoolgirls clad in sailor suits 
Nevertheless, she can be fun to play if you fancy Super Cancel com 
bos. Almost playing similar to Ryu is another plus, but her weak upper 
cut move, and slow fireball hinder her from being a heavy hitter. 


sakura 


Shinkuhadoken 


Ham Ichiban 


Midazakura 


Use this move as the first Super in a Super 
Cancel Combo. This way you keep your 
opponent on grounded. 


This Super's range is excellent Use it in 
combos or as a get-up move. 


Not her best Super, this one’s best wher 
combos, or as a get-up only. 



Shungokusa 


This might be hard to land, but 
I’m sure you won't mind 
trying it again. 


to get you to play Sakura. To 
move’s useless in battle. 


EXPERT TRAINING MODE TACTIC 


1 

Although Sakura is basically a Toki Meki Super Cancel machine, she do 
n’t have much else. This is evident with the sparce challenges foi 
throughout Expert Training Mode. Here are a few noteworthy exercises 
your viewing pleasure. 


Jump MK, Low WK x3, Shooken, Midazakura, Haru Ichiban 


Jump FP, Low MP, Low MK, WK Shunpukyaku, Midazakura 

I 1 


\umss 

<7 


Well, I guess you can consider the final Super juggle, the hard part of this sim 
pie exercise. The trick is to start with a deep FP, this will leave you close 
enough to E.Ryu to finish the combo. As soon as you land from WK 
Shunpukyaku, quickly execute the Midazakura. The Midazakura will catch 
the floating E.Ryu and complete this combo. 


- 
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Thank goodness for Super Cancels, oth¬ 
erwise, you might want to put Sakura 
back on the shelf next to Pullum. 


Jump MK, Low MK, MK Tatsumakishinkukyaku x2, Tenmakuhakyaku, 
FK Tatsumakishinkukyaku x2, Messatsugohado. Messatsugoshoryu, 
Tenmagouzankuu J|_ 


Until I see the 

\ \ TZW (Japanese 

X i, Combomeister) 

inn jLj' !V ^ U video, this is about 

d\ 4 as much as 

^ Sakura can do. 

M\ f\ \ 

_ 11 ^ 1 \ 11 ^ " _ lowed by a MP to 

MK link. Two-in-one the MK with a FP Shooken. Super Cancel the Shooken 
with the Haru Ichiban. Next Super Cancel into the Midazakura followed by 
the Shikuhadoken to finish things up. The order of the Supers don’t 
really affect the damage inflicted, so adjust it to your liking. 


STRATEGIES 


Not having much to rely on, Sakura can be a 
challenge to become successful with. Below is 
one example of how to hit payday with the right 
timing.^ 


Standing FK, Ham Ichiban, Midazakura 


- ■ 11* :• -Mr_ . _JL. - . 

As your opponent misses their FK sweep kick, come in with Sakura’s standing FK as their 
foot passes beyond the contact point. Cancel the FK into the Haru Ichiban, this Super 
move's excellent range will actually catch your opponent before they can recover. Now 
Super Cancel into the Midazakura to finish it off. You can add a third super for an 
added helping of skill on the side, although it’s pretty much a waste. g 




jri mJ/I 

mmm 


2MGMi&Atlffl§L- 


0 s 

Hndoken 

i any P dap x J)(SC) 



Shooken 

+ any puna? (SCj 

r 

Shunpukyaku 

T %£Vany kick (SC| 

litm 


Seomage 

-—'-err f *' v 

*$+ MP or FP 


Tomoenage 

<f>+ MK or FK 

^4-4 4 ■ 

if 

Haru Kyaku 

P + K of same value (SC} 

P ^ ^ 1 

(a 

Shinkuhadoken 

+ any punch |SG) 

n 

c 

Midazakura 

+ any kick |JJC| 

WBmm 

C 

Haru ichiban 

ft *<^2^+ any kick |SC) 

50 

C 

Shungokusatsu 

WP. WP. "■$. FP . 

■***(&*•■• 

































This move can be interrupted b 
circle back and pressing Kiel 
THIRD stomp kick. 


Just witness the love put into this move. Press 
all three punches when executing this move 
for a deadly Level 3 version. 


Can he be a little more obvious?! 
Laugh when it connects! 


Super Stomping. Final Atomic 
Buster t „, , , 

II s r II • W 


Here’$ a classic Zangief Combo. Try to cross up 
your opponent as deep as possible to land 
the next two hits. 


Even though the Super Stomping isn’ 
posed to be cancel, it can, right befor 
final boot. Learn this one well!!! 


'Svefiss 


It’s pretty hard to do a 360 degree motion on a 
control pad without jumping. Master this and 
you’re on your way to success. 


Interupt the first Super Stomping after the third 
Stomp kick. Next time a standing MK (this is 
really late), and another Super Stomping. 


C V_ 1 C Catch Evil Ryu with a Skrew 
EA I D Pilederiver! 


C V. 1 C Super Stomping. Standing MK. 
-C A I O Super Stomping _ 


- CQMBQ5 

This is a really scary thought; Zangief with combos. Eeeeek!!! Here’s o 
that I’m sure your opponents will love. If this ain’t skilled enough for y< 
wait till you see the madness in the SFEX Book from Gamefan Books!! 


SkUIS Flying Body Attack, Low MP, Low MK, Super Stomping, Standing MK, Super Stomping 


Start with a deep cross-up Flying Body Attack. Next link a low MP to a low MK. Two in one the low MK with a 
Super Stomping. Interrupt the Super Stomping after the THIRD hit, and pull off a late standing MK. Two-in-one 
off the standing MK whith another Super Stomping. You wanted devastation, you got it!!! 


EXPERT TRAINING MODE TACTICS 


The Expert Training Mode for Zangief isn’t too tough. In fact, it’s more o 
tutorial on the basic tools for making a powerful red Russion Bomber. 


Cy.l 1 Flying Body Attack. Standing WP 
r E A" I I Double Lanat __ 

i > ' .*PII t I USKi.* 


Lid 
















































Press your all three puches button 
as you rise for the easiest of get 
up moves!!! ^ 


This one’s always a freebie for 
Zangief. If you’re Allen, this is a 
good way to kill yourself. ^ 


Jump in Final Atomic surprise 


Jump in. and don’t throw any moves out. Your 
opponent will try to counter but miss. Now’s 
your chance for ANY piledriver. 


Low MK, Super Stomping 


Low MK, Skrew Piledriver 


Walk up to a fallen opponent, and 
then back out of range as they 
begin to rise. 


Now, throw out a Low MK. If it connects, 
two-in-one into a Super Stomping. If 
blocked, proceed to .03. A 


If the low MK is blocked, do what any other 

j. skilled person would do; grab! Return to 

k. step .01. 


SPECIAL ARTS 


360 + any punch | 
360°+any kick | 
press all 3 punches (SC| 
( Kick Double Lariat press all 3 kicks JSC} 
( Flying Body Attack ' + fi SP UnCh 

r German Suplex 
( Stomache Block 
Iron Claw 

Dynamite Headbutt 'Any P + Kof same valueJSC} 


Skrew Piledriver 


Russian Suplex 
Double Lariat 


As a variation, don’t throw out a low 
MK. Grab them instead, or bust / 
A out with a level 3! Goto .01. i 


from behind) 


be close to do wy< dan 
attack a n ad sing Zan g ief, 
much) grabbing priority, 
biggest mismatches are 
Guile. By pi ayirtg VERY | 
’Gief can go dovm, tt’^|m 
sticking to this gameplan 


( Super Stomping 
(Final Atomic Buster 


360 x2 + any punch 
(alt 3P for level 3) 
































SPECIAL ARTS 


I can’t think of a Capcom game that doesn’t have 
Akuma in it! Weil, maybe not in SF III, but I wouldn’t 
be surprised if he was hidden in a background 
somewhere. Playing much like a slower Ryu, Akuma 
is for those who enjoy playing with finesse, and uti¬ 
lizing crushing combos. As always, Akuma finds 
ways of bringing out the beast in his opponents due 
to his air superiority, so make full use of it!!! 


Double Arm Punch 


A little on the slow side, y 
gotta be sleeping to fall foi 


Messatsugohad o 


M essatsugoshory u 


Tenmagouzankuu 


Use this move as the first Super in a three 
Super Cancel Combo. This way you keep 
your opponent on their feet. 


This one’s risky to pull off outside of a combo, 
if missed, you’re left open for a thrashing. 
Also use it as a get-up move. 


When trying to cancel into the Tenmagouzan 
try to do it when Akuma’s at his lowest poi 
in the air. This will ensure full contact. 


Sliuungokusatsu 


Admittedly, this move is nearly impossible to successfully land in a REAL game, and is a quick waste of three super 
bars. When the screen fades white, three Kanjis pass by, they read; Metsu, Satsu, Ten. The literal translation is; 
Instant. Hell, Murder, with the Kanji for Heaven on the side. Well aside from being useless, it sure looks cool! 


EXPERT TRAINING MODE TACTICS 


Akuma is a real eombo machine, and surprisingly enough, 
Training exercises are all relatively easy to accomplish. If you 
fied with the challenges below, try my (Hikaru) “Original Sk 
Combo of Justice on the opposite page! 


EX" 14 Messatsugohado, Tenmakuhakyaku. 


MK, Tatsmakishinkukyaku x3, Messatsugosh oryu 

" (ap^iipw* , 




This one should have been Exercise 15, as it requires much more skill than the real 15. Start off with an air fireball about a 
footsweep’s distance from E.Ryu. On impact, come in quickly with the Tenmakuhakyaku before E.Ryu recoils into a guard. The 
Tenmakuhakyaku must connect low to continue the combo. Two-in-one a low MK with three Tatsumakishinkukyakus. Now 
when you land, perform a Messatsugoshoryu before E.Ryu can block. 


1 Jump FP, Low FP, Sliakunetsuhadoken, Messatsugohado, 


What’s so hard about this one? Begin with a deep FP followed up by a low FP. The FP is soo powerful, it will leave 
E.Ryu open long enough to two-in-one a Shakunetsuhadoken. Now because the Shakunetsuhadoken hits multi¬ 
ple times, just start rocking the two scoops motion and press the appropriate button (lazy persons way). 





























Here’s my entry for an Expert Training mode 
combo. Deep from within the pits of planet stal¬ 
lage, this combo requires expert timing (Well 
almost). Enjoy... The Combo of Justice!! 


Jump MK, Low MK, MK Tatsumakishinkukyaku x2, Tenmakuhakyaku, 
FK Tatsumakishinkukyaku x2, Messatsugohado, Messatsugoshoryu, 
Tenmagouzankuu _PiK' ■ H R{ 


Start off with a 

/ \ dwp MK. Now 

J|jw$ ./ tm' ^ continue with a 

kM- /L % low MK, two-in- 

* *» fw* oned with three 

j*):- s . , MK tatsumak- 

^ f ^ . ishinkukyaku. At 

V ^ ~ ^ the highest point 

_ % _— HI _ ' _II_ before Akuma 

falls, perform a Tenmakuhakyaku, and connect a low MK, and two more 
Tatsumakishinkukyaku. Land and begin the Super Cancel onslaught. If 
timed properly, you can do up to 95% damage (default damage set¬ 
ting), truly a skilled combo for professionals. 


STRATEGIES 


There’s not much differ- 
ence between Ryu/Ken or 
Akuma, and he can be 
played in the same manner. 

Make full use of his air fire¬ 
balls to keep opponents out, and be 
aware that all of Akuma’s moves 
require have some sort of serious lag. 


Shakunetsuhadoken, 
■ Tenmakuhakyaku 


Use this technique as a pressure 
move. Land and start a ground 
combo, or Guard Break. 


Jump FP, Shakunetsuhadoken. 


Messatsugodado 


When you feel like you gotta display some skills, 
try pulling this one off in a game. Your oppo¬ 
sition will be forced to reckonize the skill. 



----- w* 

Gohadoken 

■0-<S + any punch (SC) 

Shakunetsuhadoken 

+ any punch ^C| 

Goshoryuken 

+ any punch (SC) 

Zankuuhadoken 

any punch (aTf) iSCl 

Takmakishmkukyaku 

■0-c?^ + any kick x3 (SC) 

Ashurasenku 

+ 3P or 3K 

Tenmakuhakyaku 

0 + medium kick tain (SC) ; 

Senpukyaku 

&+ medtm kick 

v=t?y + any punch 

Zempotenshin 

Tomoenage 

^or i =t>+ hiedim kick •) 

■ 

Seoinage 

^■or^* RIP or FP 

Jigokuguruma 

fierce kick 

Gohaken 

P + K of same value dSC| 

Messatsugohado 

any punched) 

Messatsugoshoryu 

+ any [Xjnch |SC) 

Tenmagouzankuu 

any punch (air) 

Shungokusatsu 

WP. WP. <=>. FP 


Street Fighter EX + Alpha ENDS. 





















Continuing our unrivaled Tekken 3 coverage, MegaFan 
presents complete moves for the five remaining instantly 
playable characters, along with combos and strategies. 
First however, is a special treat; the entire Tekke n 3 M 
ensemble revealed! 


'SECRET CHARACTERS 


S £ 


he number of secret characters has 
decreased significantly from the freak zoo 
of fighting gals, goons, and beasts pre¬ 
sent in the second edition of this popular 
fighting series. Much like the normally- 
selectable characters, these special 
Tekken entrants have gruesome goodies to 
unveil with cataclysmic fury upon 
some unfortunate opponent. And 
as always with a Namco fight¬ 
er, no style points are lost in 
the execution of any 
sparkling pain-bringer 
the fighters aggressively 
perform. 

Kuma is back with a 
Panda-Chan alter-ego 
and is ready for battle; 
complete with a few new 
moves, a tippy-toe walk 
(?!), a circus talent turned 
deadly, and an unpleasant 
case of indigestion. In one 
of Kuma’s new moves called 
“Dance with Me,” he punishes 
an opponent on the dance-floor 
with two tons of spritely bear. The 
“Rock ‘n* roll Circus” throw will make 
any carnival-loving child squeamish, 
while causing it’s victim to become increas¬ 
ingly blemished (not to mention nauseous). And 
the forest’s nightmare, the “Fatal Wind,” will blow any 
opponent’s life away... literally (the name doesn’t exaggerate one bit on its effectiveness). 

Michelle’s historic tribe has produced another adept, and beautiful, combatant with the skills and pride 
necessary to compete in the contest to end all contests (at least until the next incarnation of the Iron Fist 

drama). Her brethren’s moves were mastered early on, but soon Julia’s 
individuality sprung forth. Like some of the other fighters, she has a 
“Lower dodge” which redirects a low level attack, providing an open¬ 
ing for an multitude of man-mangling combos. Her punch combos 
have increased in number over her famous fellow tribeswoman with 
the new “Lightning Bolt” and “Palm Explosion,” and her throwing 
power and finesse has given Julia a definite answer to any challenge. 
Old Jack has been dug up from his dark, slimy scrapyard grave 
and has been rebuilt into a more intimidating form than has ever 
been witnessed. His combat ROM has been preserved perfectly in 
his titanium-lined skull, making it impossible for his 
pugilist programming to be gnawed away by junkyard 
rats. New moves burned into his Al (other than those 
borrowed from P-Jack) include a fake Megaton Punch 
called the “Megaton Uppercut.” This will send back 
anyone who attempts to cut his windup short. 

Finally, his “Take down” and “Thunder slap” will 
make useful additions to his arm attack arsenal. 

Brian has some sort of connection with Bruce 
(maybe some elite plastic surgeon... naw) because 
many of the moves Mr. Fury-ous executes will 
remind Bruce’s victims of never-to-be-forgotten 

All Artwork ©Namco Ltd., 1997. All Rights Reserved. 


























headringing experiences, and the overwhelming power of a Muay Thai master. His “Vulcan 
Blow, “ “Gravity Blow,” and “Run for Cover” are all unique ways to dismember an opponent 
before they know what’s hitting them in an unforgiving fashion. While Brian’s “Chains of mis 
ery” throw gives only those with a disgustingly sick and violent mind a hearty chuckle... (Brie 
fits this description nicely). 

Old twin-tuffed Heihachi is back for another tussle in the tournament he created. This ageless, 
heartless, and son-less warrior has more than enough fight left in him, and the electromagnetic 
sorcery that has always flowed through his tense veins still courses with youthful virility. This 
“old dog’s” new tricks include some move combinations, similar to Kazuya’s uppercut-kick com¬ 
bos, where he performs his deadly spinning low-kicks, followed by an uppercut thrown with the 
most evil of intentions. And, although his banged and 
shaken cortex is unable to grasp the technical wizardry I 
necessary for counters, his manliness is enough to enable I 
any standing kick that gets a counter-hit upon his jaw to 
be answered (ala his ‘geta’ clogs) with POWER (!!). Finally, I 
Heihachi’s “Demon massacre” will send even the strongest I 
challenger into a comet crash-landing imitation (complete 
with fire and smoke). A demon to some, but not yet a god; I 
he confidently challenges the so-called “God of fight” to a 
battle of truth... and destiny. 

- The fighting deity Ogre, has siphoned the deterio- 

rating memories of martial skills still remaining in 
L the rapidly cooling bodies of those he decided were 

ft., worthy victims of his megalomaniac desires. This 
BL has provided him with an unequalled repertoire of ET*' 

L ^j| hand-to-hand techniques such as; Lee’s Infinity kick 

I combos,” Bruce’s “killing blow,” Armor King’s f JS( 

M “Shoulder tackle,” and the list goes on indefinitely. 
if Baek, Jun, and Anna have also unwillingly con- 
- v 1 tributed to Ogre’s wealth of fighting knowledge, but 11* g 

The final winged form 


this ‘ s Just normal f° rm 

1 ~ iIML't ~ ' ; has a developed fire-producing faculty within his 

H burgeoning chest, and can wreak solar flare-type 

; havoc up-and-down an escaping challenger. It is 
| also able to suck your life with a serpent possessed 
arm, or, if knocked down, it can spring up and swoop 
decapitation-style at his opponent’s head (these are both 
unblockable by the way). I 
Last is the enigmatic Mokujin (“woodman”), who imitates 
the moves and mannerisms of one character for a round 
then changes the next. Watch his starting animation in 
order to know who you’re playing. Without question, only 
experts need play this wooden warrior; 

In addition, third costumes are available for most of the 
1 characters by selecting them with the Start button. Nina 
and Eddie actually change into different people (Anna and Tiger respectively), but fight the same. 
Anna is just as low-down and dirty as she’s ever been (and also must have been in that ‘sleep 
machine’ for 15 years... hot stuff), and Tiger sports a huge afro and phat 70 s duds... truly the 
coolest beat ’em up character ever!! Jin and Xiaoyu both are fitted with school uniforms and can 
even fight in their school’s playground if fighting against one another. This and more will be elab¬ 
orated upon greatly in the next exciting issue of Megafan (you better believe it!). 


Ml 


LEFT PUNCH 


LEFT KICK 


LEGEND 


TAP JOYSTICK ^ 


HOLD JOYSTICK 


JOYSTICK NEUTRAL 'k 
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STRATEGIES 


Nationality: 

Chinese 
Fighting Style: 
Combinations ot 
Five Chinese 
Martial Arts 
Height: 175cm 
Weight: 65kg 
age. 45 


Blood type: a 
Occupation: 
Police Detective 
Hobby: Movies, 
afternoon naps 
Likes: Sony 
Products 
Dislikes: Villains. 

Crime 


I n a final desperate struggle, 

Lei unhooked his hand-cuffs 
from his belt and beckoned a 
bruised and bleeding Bruce forward. 

Both competitors staggered after a 
monumental final battle, and it was 
perhaps poor sportsmanship that Lei 
was knocked unconscious by an 

unknown entity, allowing Bruce to flee the second Rave War. 
Undaunted, Lei Wulong tracked Bruce’s homeward-bound plane and dis¬ 
covered it had crashed in a remote mountain area. Many rumors persisted 
that Kazuya’s forces had deliberately shot the plane down to silence 
Bruce, but Lei believed that the ‘accident* was simply staged, and that 
is still alive. 

In the subsequent years following, Lei Wulong returned to the Hong 
Kong Police force and solved many international crimes. His 
supreme agility and lithe athletisicm has earned him the title of 
“Super Policeman”, and is surprisingly supple for a 45 year old. 
Despite an unorthodox style of detective work, Lei’s honesty 
and case results speak for themselves. In the 18 years that 
subsequently passed, Lei also dedicated a large amount of 
his spare time to the animal arts of Chinese fighting. 
Currently, Lei is investigating the strange cases of the 
missing martial artists, in which the finest street- 
fighters are vanishing within the jurisdiction of his 
station. His many leads having dried up, a frus¬ 
trated Lei is visited by Heihachi Mishima (of the 
famous Mishima Financial Group, or M. F. G.) 
and asked to participate in the third Iron Fist 
event. An unsure Lei is suspicious of 
Heihachi’s motives, but is swayed into 
competing after Heihachi cryptically 
informs him 
that “every¬ 
thing will be revealed to you 
once you participate.” 


“The call of the 
animal protgg 
soul! Ishattlii 


my P 
themJ 


Being a renowned law-enforcement officer of 
incomparable stature, Detective Wulong should¬ 
n’t have enough time to eclecticly add tech¬ 
niques from the ancient animal styles of the 
Shaolin monks (and the unstable inebriated 
insanity of a certain action movie star). But this 
prodigal policeman has six new ways to slap his 
aged fisticuffs upon any deviant 
adversary he decides to put away. 

Although Lei lacks the liquid-like link- 
ability of moves that Eddie possesses, 
he is the most versatile when it comes to stance and position. 

This is the strength a Lei player needs to work from; using 
moves that cause your enemy to hesitate, and attack wildly. 

Most importantly, notice any position or stance that your 
opponent doesn’t know how to deal 
with correctly and find ways to make 
him pay painfully for his ignorance of 
ancient martial history. 

The techniques that have stood the test of 
time, and the trying test of Tekken Tournament 
number two, will be mentioned (and hopefully 
mastered) first. Lei’s Reverse Uppercut can be 
useful in setting up attacks with your back 
| toward your opponent once he learns not to 
attack after you turn around (like after a Spiral 
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Upper). His Rave Spin techniques are bread and 
butter for most Lei players; they are always use¬ 
ful if you know you’re going to connect with the 
first hit. The option of constricting into the coiled 
profile of a snake afterwards can hatch a nasty 
nest of slithering possibilities. Another set of 
techniques that form the life-blood of this crafty 
cop are his raging Rush techniques. 

The ones that begin with punches are 
the safest to throw out, so stick with 
these frenzied, flying fist charges (mix¬ 
ing in style changes). The Clean Sweep and High & Low Kick 
are moves that could be used more than you probably think. 
The Clean Sweep is never expected and leaves you in a 
strong position (for Lei at least); while the High & Low Kick 
can counter many types of attacks and 
strategies if timed precisely. For juggle | 
starters use his; Lift To Cannon, Hop 
Up, or jumping right kick. 

To use the stance and position specific arts of 
this overly limber law-abider requires study and 
practice. The best advice I can give is to learn the 
Snake style’s options (since it precedes the oth¬ 
ers, usually), and master the strategic sidestep 
(since an animal transformation tends to stagger 
Lei sideways once the mental shift occurs). 


PROFIII 















me 

Command 

pm 

Command 

ouble Foot Stomp 

close to opponent 18 

lei on Back 

lie on your back * 88 

o escape: 887 


Lei on Stomach 

lie on your front 88 

deeper Hold 

close to opponent 81 

Jumping Kick 

^> =!> ■=!> 88 

o escape: 88/ 


Sleep to Sliding Kick 

lie on front w/head to opponent 

ailboat Stretch 

c/ose to opponent’s leftside 


88 88 

o escape: 887 

18 or 81 

Lin to Cannon 

88 llie on front pause 7 88 88 88 

losing Fan 

close to opponent’s right side 

Falling Tree 

^ 07 88 

o escape: 887 

S8or8l 

Falling Tree 

turn onto your back ^ or ^ 88 

oo by Trap 

close to opponents back 

Cannonball 

«- 88 


18 0781 

Drunk Master 

Reversal during opponents 

everse Throw 

show your back to opponent 


attacking pattern =£> 88 

o escape: 880788/ 

180781 

Sidewind 

lie face down w/feet to foe 4 88 

ripping Ito escape: 887 

o/oso to opponent 88 

Staggering Slide 

during Drunk Master walk 88 

ragon Falls Ito escape: 887 

^ 88 

Kiss my Feet 

during Drunk Master walk 88 

utof Control 

18 during Art of Dragon, or 

SpiralDpper 

88 88 

o escape: 887 

S8 during Art of Snake 

Supercharger 

ts 


^ (or t!l: ) 13 off£ ( or ) 81 


-»88 

| (or 4) 88 


wngKick 


lying w/head to opponent 88 


lying w/head to opponent 88 88 


«-(07«=)88 


turn your back 88 


turn your back j> (or ) 88 




everseKick 


turn your back 88 


it-Flip-Flop 


turn your back 88 88 88 


averse Double Slicer 


turn your back * (or 4) 8888 


* 8888 


88 88 


madoKick 


88 88 


ornadoKick 


-»(07=£>) 88 88 


=£>☆ 88 88 88 88 88 


=£>☆ 88 88 88 88 88 


=£>☆ 88 88 88 88 88 


ush Combo alow Kick 


=£>☆88 88 88 88 4-88 


2KICk 


=£>☆ 88 88 


2 Kick a Low Kick 


=£>☆ 88 4-88 


igh slow Kick 88 88 


eating Low Kick 

88 88 88 88 88 

eating Middle Kick 

88 88 88 88 88 

lean Sweep 

88 88 

efense Dreaker 

^ ^ 88 88 88 88 

hoenix Illusion 

<-88 


hpenixStriker 1 during Phoenix Illusion 88 


88 88 88 88 


o to Sleep 


lie on taco w/teet to opponent 

88 88 


88 88 



















































































Name 

Command 

AoPto Beating How Kick 

during RoP 88 88 88 88 88 

art of Tiger [Ro n 

during KoR ft or 4th attack 
ofRazorRush ft or ft 

Tiger 's Strike 

during RoT 88 

Tiger ’s Claw 

during RoT 88 

Tiger 's Tail 

duringRoT 88 

Tiger 's Kick 

duringRoT 88 

Tiger Kick to Razor Rush Kick 

during Rom 88 88 88 88 88 

Tiger Kick to Razor Rush 

during Rom 88 88 88 88 88 

Art oi Crane UlaT] 

duringRoP ft or after Razor 
Rush Middle Kick % or ^ 

Crane Kick 

during RoC 88 

Crane Ranee 

during RoC 88 88 88 88 

Crane ’s Bill 

duringRoC 88 

Wingof Crane 

duringRoC 88 


Name 

Command 

Rrt of Snake [RoSl 

during side step 88 or =®> 81 or 
ft during RoB, ft duringRoP, 
ft duringRoT, ft during RoC 

Razor Rush to RoS 

■‘€>,☆■88 then ft or ft 

Razor Rush to RoB 

=€> ☆ 88 88 then ft or ft 

Razor Rush to RoP 

=€> ☆ 88 88 88 then ft or ft 

Razor Rush to RoT 

■€> ☆ 88 88 88 88 then ft or ft 

Razor Hush to RoC 

=$> * 88 88 88 88 88 

then ft or 4 

Beating Kick to RoC 

^>88 88 88 88 88 then ftorft 

Snakebite 

during RoS 88 88 88 
alter 2nd hit -» to RoB 
alter 3rd hit -* to RoP 

Rushing Snake 

during RoS 88 88 88 88 88 88 

Rattlesnake 

duringRoS 88 

lowKick 

duringRoS 88 

RrtofBragonlRoBl 

fell- 18 

Bragon Roar 

during RoB 88 

BragonSpark 

duringRoS 88 

Brag on Blast 

duringRoB 88 

Bragon Rush Combo 

during RoB 88 83 88 83 

Bragon Rush to low Kick 

duringRoB 88 88 88 88 88 

Bragon Rush to Mid Kick 

duringRoB 88 88 88 88 ft 88 

Rrt of Panther UtoPi 

duringRoS ft or 3rd attack 
ofRazorRush ft or ft 

Panther's Paw 

duringRoP 88 

Panther ’s Scratch 

duringRoP 88 88 

PanthetsTail 

duringRoP 88 

RoP to Beating Mid Kick 

duringRoP 88 88 88 88 88 
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W Wk | eatly finishing her final Kung-Fu technique with a graceful bow, 

|V| Ling Xiaoyu waited for her master to beckon her forward. 

['.% * * ^ I H Anxious to go out to her favorite theme park, she waited impa- 

—^— - tC ~—• tiently for her master, Wang Jinrey, to conclude her training ses¬ 
sion. “You are very talented,” remarked Wang, “as good as 
tti any adult Kung-Fu master, but you are still byt a child 

Bnllllillilliluf and a ^ sor ^ e( ^ ' n Playing-” “l want to build the 

4 biggest amusement park in China... and you 

know of the Mishima clan... are they wealthy? I m 
mmm must S° to Japan and see them!” Wang shook 
his head, smiled and wandered to his marrow 
plantation. 

--' On a visit to Hong Kong, Xiaoyu was enjoying travel¬ 
ling with her family. They visited the harbor area, and Xiaoyu was excited to see a 
luxurious cruise-liner with the words “Mishima Empire” emblazoned on the side. She 
sneaked on board, flitted past security, and stowed herself in a lifeboat. When 
Heihachi returned to his boat (after requesting Lei Wulong’s participation in the next 
Iron Fist tournament) and set sail for Japan, Xiaoyu was uncovered by Heihachi’s 
troops and a vicious fight broke out on deck. Heihachi was disturbed from his sleep, § 
and when he arrived at the fight scene, four of his henchmen lay bruised and battered 
at the feet of a tittering school-girl. Xiaoyu ran to Heihachi and pleaded with him to 
build her a them park, and threatened to fight again ___ m 

if herwish wasn’t granted. Heihachi responded by & t 
telling her that her wish would be granted... if she g jTWj^P ^ j|j MiM 

entered the next Iron Fist tournament and won! 

Heihachi was further surprised when Xiaoyu actual- [ Jm 

ly accepted this offer... 


rn c 


“Where is my amusement 
park. Grandpa?! I’ll win the a 
fight and show you all! And 1 
don’t touch my panda!” m 


H Miss Ling, probably of the Xiaoyu (pro¬ 
nounced “Zow-yoo”) family of Chinese 
acrobats (if their is such a family), is a tum¬ 
bling prodigy and the most talented stu¬ 
dent Wang jinrey has ever trained. 

Although she’s just sweet sixteen, she can 
duke it out with the biggest, baddest, iron- 
fisted brutes in the world. Her size and 
nimbleness gives her the ability to move 

to the side or sustain a painful (but 

almost untouchable) Phoenix position (which Mr. Phoenix’s favorite, the 
Phoenix Smasher, can’t even touch). But her diminutive size has its drawbacks, 
in the form of a nearsighted reach, and powder-puff power. 

Her main strength move, the “Storming Flower,” is actually very potent, with 
power and priority comparable to pyrotechnic Paul, but has the added advantage 
of being very easy to perform (a simple tap down-back coupled with a button 
press). A blast from this sweetly-fragranced cloudburst will send an opponent 
h-f l F t T-" l i ~— p.-j M tumbling uncontrollably backwards, but a 
I quick dash up (possibly ending with a 
I shoulder charge) will reunite Miss Ling with 
I her flighty playmate. Practice hitting your 
1 opponents with it as they start an attack or 
| while recovering from a slow move; paying 
w a ;attention to your opponent’s patterns (or 
controlling their play by using certain tech- 
| | _g niques) will allow you to take advantage of 

_I the opportunities presented to you. Be wary 


though, the reach and recovery on this move * 

are pretty horrendous, so be sure you’re going 

to strike gold, or maybe perform the “Fortune 

Cookie” instead. Her other power move is the .- jfc IP 

“Mistrust” which juggles easily, but she must 

have her back facing her opponent before it 

can be performed (simply precede it with a HHBM|| 

move that leaves you turned around). m % JP*- 

In the “Art of Phoenix” position, her strength) 
is the small amount of moves that an adver- 

sary can use to strike her; she ducks under any move oyer sweep height. Used 
unexpectedly, this move can bring enjoyable results if (after^enemy’s move 
hits the wind above you or you roll dodge an attack) you can score with a throw, 
“Wave Crest,” “Double Scissor Kick,” or the “Firecracker.” 

Her back facing moves, dodges (cartwheels and such), “Upper (or Lower) 
Dodges” (front or back facing), and the defensive strikes are the last things 
that need to be mastered by an aspiring Xiaoyu expert. End moves differently 
(e.g., with your front or back facing your i . — 

opponent) so your enemy can’t predict your * Jgj 

movements, or to make him fall easily into |- 

your “Dodge-traps” (such as dodging [cart- 

wheel type or “Upper/Lower” type] an attack 

directed at your back). Notice what possibili- f ; 

ties are available to you with Xiaoyu, and also 

notice what your opponents fall for the most; 

use this knowledge to win with elegance, 

grace, and youthful excitement. rC _ 


Occupation: 
Witi Grade Student 
Watching a Panda 
Hobby: Visiting 
amusement Parks. 

Sigbt-seeing 
Likes: Fork & sweet 
siubao fw/sweetenetf 
red beans insideJ. 
Beiiing duck. Takuyaki 
(grilled octopus]... 
Dislikes: fdatb 


Nationality: 

Chinese 
Fighting Sty re: 

Combined martial 
artsbasedon 
BaguaFist 
Height: 157cm 
Weight: 42kg 
age: is 
Blood Type: a 





































lettSpi 


low Back Turn 


Art of Phoenix 


AoP to Wave Crest 


MoP to Flower Scissors' 


MoP to Firecracker 


AoP to Firecracker- Side step 

During AoP^Nd ft 

AoP to Firecracker- Side step 

During MoP® 88 4 

AoP to Flower Garden 

During AoP 8 88 

AoP to Flower Power 

During AoP ft 88 88 

AoP to Crane Kick 

During AoF or # or ☆ 88 


AoP to Butterfly 


Hypnotist 

<£=88 

Spin Sticker 

During Hypnotist 88 

ThunderStrike 

During Hypnotist 88 

Wake Up Call 

While standing up 88 =t> 

X Marks the Spot 

88 88 


Hydrangea 

FortuneCookie 

Ginger Snap 


ft 88 88 

ft88 88 88 

ft 8888 


Flapping Wings lSunset Fan] 


Mayflowers 


Sun Flower 


Butter the Bread 


lotus Twist 


Shadylotus 


Cloud Kick 


Fire dancer 


Step Kick 


SkyscraperKick 


l 88 

88 88 

88 g 88 

While standing up 88 

^88 


- 

AoP to Wave Crest- Power 

) 

I 

AoP to Wave Crest- Heavy 

During AoP 88 i 

AoP to Knee Slabber 

During AoP $8 


While crouching 88 88 

While crouching ^ 88 ^ 

■ 4 > 88 

•* 88 


AoP to Double Scissor Kick 

During Adi P or f or m 88 88 

AoP to Sky Kick 

During Aims or ft of f 88 
At landing £ 


88 _ ffl 

While crouching ^ 88 88 


While standing up 88 


Bayonet Mctwist 


Great Wall-left 


Great Wall-Bight 


1 Belly Chop-Forward 


BellyChop- Backward 


Single fan- Backward 


SingleFan-Formrd 


Double Fan-Forward 




88 


hileCrouchm 


False Salute 


Art of Phoenix to left Handful 


Whilecrouching 88 88 88 88 


AoP to Back Kick 


AoP to Boll Back 


Rain Dance (RDi 

Barks Stormy 


— 


— 


DuringBB 8888 8888 


Back Circle Breaker- Forward 


BuringHD 4 88 


Back Circle Breaker-Away 


During BD 


Storming Flower 


<£=■ 88 


*88 


^ 88 

ft 88 


ft 88 


AoPtojump 

AoP to Back Turn 


Mistrust 


BackUn/out I 

Ultra Phoenix] 


California Boll 


Spin Tornado 


Buby 


Arm Flip 


Stand close to opponent’s left 
side §3 orSI 


Bump the Bucket 


Crank Up 


BuringHD 88 


During 



















































































































































<e Throw A 


Reverse Throw B 


Cradle Throw 


So Shoe Me 




*$&Ar * ! r *r£ k 


R38§!j 


— 


Command 


r*wmn 
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STRATEGIES 




Nationality: 
American 
Fighting Style: 
Co mftin erf martial 
arts haseri on iurfo 
Height: 187cm 
Weight: 81kg 
Age: 46 
Blood Type: 0 


Occunation: 
None. Training to 
become the world's 
#1, fighter 
Holihv: Riding 
motorhikes 
Likes: Pizza, the 
smell of gasoline 
Dislikes: Crowded 
free wavs in la nan 


WSJFMtSWBMEMFM MRW, 

“Mess with the hair and you’ll be 
picking your teeth off the tarmac, pal! 
You’re dealing with an unstoppable 
master of Judo!” 


ruma, the gigantic bear, rose to its full 
height, towering above Paul, and 
beckoned (almost mockingly) the 
Judo master into its lair. This 
was the culmination of the sec¬ 
ond Iron Fist tournament. 
Three hours of intense 


fighting later, Paul 

staggered out of Kuma’s enclosure with a knowing 
smile on his face. He pondered on whether to skin 
Kuma now, or after his final showdown with Kazuya. 
None of this mattered however, as the tournament had already 
ended and Kazuya was usurped. Paul had lost his chance to win the 
overall prize... He was too late. 

Paul went back to the streets of New York, and began working as a 
bouncer again at the ‘Lotus* club in the Bronx. Unruly patrons were 
dealt with in a ruthless and bone-crunching manner. As Paul 
shrugged off the many adversaries he encountered, he began to 
think of his mentor, Willie Williams, and the massive fan base 
this martial arts star enjoyed. One day, he too would be like 
Willie. The whole world would know of Phoenix’s power... 

The ensuing years has left Paul the winner of every single 
martial arts competition that he has encountered. 
Whether it was street-fighting or arena battles, no one 
has matched Paul’s power. However, despite this formi¬ 
dable prowess, Paul feels that something is missing 
from his path of life. 

In the Spring of Phoenix’s 46th year, a letter bearing the 
Mishima family motive arrived. It was an invitation to 
the third King of the Iron Fist tournament. A wry smile 
flickered over Paul’s face. He had never neglected his 
training in the previous 19 years. He is in perfect form, 
and with no blind 
spots! He WILL 
win the fight 
this time... 




This old geezer may have burst into 
flames, and torn leather, in the last Tekken 
tournament, but the enchanted soul of the 
eternal phoenix has reincarnated him and 
his style into a remarkably similar 
(although slightly aged) form. Pugilistic 
Paul Phoenix has always kept things sim¬ 
ple; “Why learn a bunch of goofball skin- 
grazers... Broken bones are what decide 
my battles!” I’m not one to argue with 
success (or a pillar-head, Harley-riding, brick wall obliterator like Paul), but let 
me mention that this minimalist’s main weakness is the blatant lack of variety 
in his move selection. How large of a weakness this is depends on your strate¬ 
gic, vacillating style of play in relation to the intelligence (or lack thereof) of 
your aggressive adversary. His strengths are the explosive, fire-emanating 
attacks he unleashes with surprising speed and bone-snapping ferocity. 

Paul’s main offense has always consisted of his Phoenix Smasher, Hang Over, 
and the Hammer Punch to Power Punch. 
These techniques are quick, powerful, and 
a constant threat working to the detriment 
of an opponent’s mental state. The first 
and third techniques are excellent for vio¬ 
lently stuffing; moves, rising attacks, 
dreams, wishes, et cetera with uncanny 
reliability, and a master at the use of these 
moves is a formidable opponent indeed. 
Predict times where your opponents will 
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be unable to block - such as when they’re 
attacking, scared, or in recovery - and then 
charge at them while they’re weak; also mi 
up your techniques so as to avoid any oppos¬ 
ing unpleasantries. 

New additions to the madness are the Flash 
Elbow (fast with good range, but weak). 

Shoulder Tackle (incorporating the new side¬ 
stepping capability), and the his new round- 
ender; the Thruster. The Shoulder Tackle can 
catch counterattacking opponents off-guard, and possesses surprising range 
(good after a blocked power move). The sky-rocketing Thruster is on the level 
of Paul’s Phoenix Smasher in damage potential, since it juggles with a normal 



hit or stuns on a counter-hit, and a delirium-inducing strike should always be 
followed up with a doctor-enriching follow-up of your choice. 

The Gut Buster and Stone Breaker were the main additions to Paul’s kinder- 
garden-sized repertoire in the Tekken tourney previous, and over the years he 
has created a new way to start these body¬ 
rearranging combos (instead of a Jab-Sweep 
or a ducking move). This revolutionary new 
move is the Sway. It causes Paul to crouch 
slightly and step back (which can be useful 
by itself), then it can be followed the Rapid 
Fire combos (tricky to block), or God 
Hammer Punch (which drives your opponent 
into the ever so unforgiving pavement on a 
nasty counterhit). 






































MOVE LIST 


fertile Shoulder 
o escape: ®] 


Command 


close to opponent *3 


Command 


88 88 


* 8888 


mulderPop 
g escape: ?! 

ragon Screw 
9 escape: ®J 


88 


=€> =i> 88 


88 


Triple Kick Combo 


** 88 88 88 

=i>=i>88 88=§>(0r^)88 


worse Neck Throw 


=#* 88 88 4 (or a) 88 

during crouching 88 


Hammer Punch to Power Puntto 


during crouching 88 88 


during crouching® 88 88 


whilecrouching *88 


while crouching *88 88 


winter Attack 
o escape: ®or®l 


wt launch 


if 


Stone Breaker 


whdecrouching *88 88 


* -»88 

<-88 


vist and Shout 
o escape:®! 


ttimate Tackle 


during tackle 88 88 88 88 88 


ttimate Choke 


during tackle 88 * 88 88 ^ 

88 88 


luring tackle 88 


ttimate PugchtgAnnBreaker 


ttimate Punch x3 88 


nick PK Combo 


Jaw Breaker 

GutBuster 


Flash Elbow 

Burning Fist 


close to opponent 81 


PhoenlxSinasher 

Bone Breaker 


Neutron Bomb 

Bown Strike 




ShoglderTackle 


Thruster _ 

Hammer of the Gods 

Supercharger 

Sway _ 

Bubberband Attack 

God Hammer Punch 

Sway slow Kick 


ishAway 
o escape : 88 J 


*88 


*88 


^ <■ 


^ & 88 

^ ^ & 88 

& 88 













































































Nationality. 

Korean 
Fighting Style: 
TaeKmnDo 
Height iBlcm 
Weight 66kg 
Age: 19 
Blood Type: 0 


Occupation: 
Leader of a gang oi 
swindlers 
Hobby: Sailing 
Likes: Rock’o Roll 
music Fighting 
Dislikes: Nishima- 
style Karate Jin 
Katama 


“Master Baek, it will be my pleasure 
to execute all that stand before me 
and your imminent rescue!** 


ne of Baek Doo San’s star 
pupils, Hwoarang works meticu¬ 
lously and extremely diligently 
at Tae Kwon Do to become such 
a powerful fighter. Although 
sporting the visage of a 
trained, respectful and 
loyal martial artist, 

Hwoarang has a deep dark side to him. His true 
identity is shrouded in secrecy,as Hwoarang is actu¬ 
ally the leader of a street gang of swindlers. A 
select few of Hwoarang’s gang pick on large groups of 
rival gangs, and gamble a fight with them. Once the rivals see 
the overwhelming majority they have, Hwoarang raises the ante, 
and then proceeds to destroy all the rivals in a melee of blood 
and confused shouts. The money is then (unevenly) distrib¬ 
uted, and Hwoarang goes off to spend his ill-gotten gains. 

On what, nobody knows. 18 11 
A previously undefeated Hwoarang watched with interest 
as the Mishiima private army visited his homeland, and he 
began to prepare another scam... After the challenges 
were set, Hwoarang faced off against an unknown fight¬ 
er called Jin Kazama. Fifteen minutes later, both fight¬ 
ers were halted, and the battle was declared a draw. 
Back at Baek’s training gymnasium, a furious Hwoarang 
told this story to his master, and Baek informed 
Hwoarang that he had faced the might of Mishima Karate. 
Unable to accept the fact that he couldn’t defeat Jin, 
Hwoarang increased his already frenetic training schedule 
with but one thought in his mind... revenge. Shortly 
afterwards, Baek disappeared after leaving to 
investigate a “psychic disturbance”. The God of 
Fight was located, and 
Hwoarang prepared to enter the tourna¬ 
ment to show the world that the previous 
‘draw’ was merely an accident... 


Another kick-crazy Korean has entered the hellfire- 
sprinkled fray that is the Tekken tournament. 
Obviously modeled after Baek, and sharing many of 
the same moves, players familiar with Baek will 
bound toward this character in droves. A powerful 
character in skilled or unskilled hands (much like the 
twilling Brazilian terror Eddy), but he’s not as amica¬ 
ble to sloppiness as that circling Capoeira dude. His 
strengths are his kick combos, the possibilities creat¬ 
ed by his stance versatility, and his ability to com¬ 
pletely overwhelm any opponent that allows him to 
get his moves off. Hwoarang’s weaknesses include 
his remedial punching techniques, and slowness when first starting a blister¬ 
ing, bone-shattering spectacle of kicks, and azure firebursts. 

First, techniques first. Jin close, Hwoarang has problems, his kicks are too 
slow against another characters incoming punches, 
so you may be wondering what to do. Use the 
w Home Surgery” (stop early against good players 
and follow with down+LP; down/forward LK, 
RK;[while rising from a duck] LK, or RK, RK), 
"Rejected,” a "Flamingo” move, throw, or a simple 
down/forward RP. A little farther out you can use 
his multi-kick combos like the; “Menace to Society, 

" "Hot Feet,” “Blizzard Kicks,” and others. 

After this you should master changing stances 
and using the moves the right stance or flamingo 

All ArtworkQN^^Xtd., 1997. *All Rights Reserved. 
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positions afford you. You can change stance without 
a preceding attack, but this leaves you vulnerable 
and is not how an aggressive fighter such as 
Hwoarang should be played. Most of the moves 
that leave you in the right stance have "Righty” fol¬ 
lowing their names (and ones that leave you in left 
stance are followed by “Lefty” - how convenient), 
but there are some that are not marked in such a 
way (e.g., the useful “Big Fists” combo). Have your 
follow up planned before you do one of these moves 
so you don’t hesitate (thereby losing some of the 
advantage gained by the stance change); use moves 
that beat whatever your opponent tends to try after a stance changing move 
hits, or is blocked. A master player will know what he has to do to make 
use of any move Hwoarang possesses, and will have an inspired and power¬ 
ful way of setting it up. 

The flamingos should also be worked into the mix 
as they create worry and mistakes in your enemies. 

If you take your time, concentrate, and play, you’ll 
be able to work out attacking patterns involving 
stance changes, flamingos, throws, sidesteps, and 
jumping attacks (the “Hunting Hawk” destroys low 
attacks), and the “Ecoli” and "Sky Rocket” maneu¬ 
vers into martial deathtraps with no viable escape... 
except to walk away from the machine in disgust 
and shame. 











































otion Switch 


■€> 88 it 


Menace 


Menace to Society 


88 88 4 88 


88 88 4 88 88 


igraine-lefty 


88 88 


Menace to Society Double Kick 


88 88 4 88 88 88 


ig Fists 


88 88 88 


Public Enemy 


ie Jam-lefty 


88 88 


88 88 


^ 88 88 88 


hainsawKick 


ose Bleeder-lefty 


Flying Eagle 


88 88 


<&= 88 


Spiral Tap 


=£> ■* 88 


rand Theft-lefty 


: 


88 88 


88 


crewKick 


± 88 88 


Ecoli-Righty 


wli-leftv 


88 88 


SpinKick 


t 88 


acklash- lefty 


88 88 


<t=88 


Disrespect-Righty 


^>88 


heap Shot-R-Treat 


=t>88 <- 


Motion Switch 


88 


ad Dancer 


^ 88 88 


left Flamingo Faint 


-»88 # 


-» -»88 


left Flamingo- leftfunch 


During left Flamingo 88 


isrespect-left 


isrespect-Right 


88 


lotion Switch 


± 88 ft 


88 88 


lice a Dice 


88 88 88 


88 88 88 88 


g ft Bight 


88 88 


88 88 88 


88 88 88 


ustyKnite 


^>88 


etanus 


odyFIpw 


1 


i otFeet 


oe Jam-Righty 


88 88 88 88 


'ard Rocker 


itchenSink 


88 88 *■£ 


la Bomb 


88 88 -> 88 


88 88 


Wizard Kicks 


88 88 88 88 


'tide Roy 


— 


\x Murderer-Righty 


88® 


loggie lift-Righty 


=^88 


^88 88 


lirdHunter 


4 88 88 


lose Bleeder-Righty 


«=88 


^88 


lepeater 


<*88 88 


orpedoKick 


=i> 88 


iky Rocket 


=§> ☆ 


machine Gun Kick 


§8 83 88 


’arty Hearty 


lock Your World 


rota I Outrage 


sunamiKick 








































































































































Back to opponent 88 or 81 


leg Hook Throw 




All Artwork ©Namco Ltd., 1997. All Rights Reserved. 


Command 


1 Name 

Command 

left Flamingo Right Punch 

Curing left Flamingo 88 

left Flamingo Step Kick 

During left Flamingo 88 

left Flamingo Cutter Right 

During left Flamingo & 88 

left Flamingo Cutter left 

During left Flamingo ^ 88 

left Flamingo Snap Kick 

During left Flamingo #§§*" 

Lett Flamingo Snap Spin Kick 

During left Flamingo <^88 

lett Flamingo Rocket launcher 

During left Flamingo 88 88 88 

left Flamingo Kick Combo 

During L Flamingo 88 88 88 88 

PowerBiast 

During left Flamingo 88 

left Flamingo Back Bash 

During left Flamingo ^ 

left Flamingo Side Step A 

During left Flamingo # 

left Flamingo Side Stop B 

During left Flamingo ^ 

left Flamingo Cannon Kicks 

During left Flamingo 88 88 88 

left Flamingo Step-in 

During left Flamingo 

Motion Switch 

88 

Right Flamingo Faint 

-* 88 * 

Bight Flamingo Right Punch 

During Right Flamingo® 

Right Flamingo left Punch 

During Right Flamingo 08 

Right Flamingo Step Kick 

During Right Flamingo 88 

Right Flamingo Cutter Right 

During Right Flamingo & 88 

Right Flamingo Cutter left 

During Right Flamingo 88 

Right Flamingo Snap Kick 

During Right Flamingo =s 88 

Right Flamingo Snap Spin Kick 


Bight Flamingo Right Kick 

During Right Flamingo 88 

Right Flamingo Stepin 

During Right Flamingo ^ 

Right Flamingo Back Bash 

During Right Flamingo - 

Right Flamingo Side Step A 

During Right Flamingo :■ 

Right Flamingo Side Step B 

During Right Flamingo 

Pickpocket 

Close to opponent 88 




[ : U .i:- v ■; - 





























































































































| ma’s previous tournament had been less than sue- |g 
u cessful. Ordered to eliminate Kazuya Mishima, 

^1 Nina soon forgot her primary objective, and spent 
weeks tracing down her wayward sister instead. It is 
said that their arguments were heard over a mile 
away. After the second tournament was over, 

| Kazuya’s men quickly surrounded Nina, and they 
were both lead back to Kazuya’s secret base for what 
Kazuya called “an unforgettable experience.” 

The irony was soon apparent. Both the girls were to be 
used as guinea pigs in the first human testing of the Cold 
Sleep machine (series #2), developed by Doctor 

I konovich. The two sisters were sedated, dragged into 
| machine, and left in suspended animation. Nineteen 
“ars later, both of them were thawed... Thankfully 
to Nina’s admirers), the Cold Sleep machine f? 

proved to be somewhat of a success, as Nina stag- A 
gered out of deep freeze with amnesia, but little £ 
other mental of physical problems. 

Nina soon changed her demenor. The thawing 
process was created by the psychic wave motions 
of the God of Fight. Hehachi’s corps had excavat¬ 
ed this immense creature, and the being soon 
bonded with Nina’s soul. A mere puppet of the 
God of Fight, Nina struggles to control her own 
actions, well aware of her own body’s possession, 
and non-plussed by the whole situation. However, 
for now, she has been commanded to assassinate 

Jin Kazama. 

UJU gJ ijgJKU She must 
obey... 


if master... 
kill with a 
jeware, Jin 
\ thighs to 




■ The succulent silent assassin is back! 

Elegantly returning from a chilly beauty 
sleep, this Irish Aikido eye-snatcher’s per¬ 
fectly pouty puss has avoided the devil of 
age’s touch, thus remaining unwrinkled 
and tight for another exhausting competi¬ 
tion. Hibernation must be a good thing 
(I’m signing up for a cryo-vacation tomor¬ 
row) because not only has naughtier-than- 
nice Nina kept her remarkable skills up, but 
incredibly, she has added a few more politician silencers to her ever-so-toned 
bag 0 ’tricks. 

Her useful skills in the previous Iron Fist battle Royale have remained an 
essential part of her assassinating arsenal for this contest. The “Blond Bomb” 
has always been, along with her bone-rearranging throw combos, move that 
sets up her whole strategy. The “Geyser Cannon Combo” helps make the dou- 
ble-B even more of a threat since it can lead to even more life-loss and strikes 
low then middle (with Old Faithful results). 
H The “Flash Kick to BB, “ “Double 
i**^ VKmM Explosion,” et cetera are powerful pressure 
- iPlSH combos that end with the BB or can be 

^ changed to take advantage of a fearful 

f'J, -_ opponent’s tendencies (e.g., changing to 

p^S^a* ...... the “ Cre opi n g Snake” combos or the 

[ - H “Jailcrusher” combos). 

Her throw combos (or just the crouch dash 
motion preceding the first strike), and 


reversals are useful against scrubs and 

experts alike (although elite experts can } ■ »» 

break out of the throw combos and reversals 

[hitting F+LP+LK or F+RP+RK at the time of | 

reversal]). The throw combos are set up by 

the BB, her punch combos (e.g., her “Ten-hit H 

combo”), “jab to Mid Kick,” “Forward Flip 

Kick,” and some of her new moves. Change ^ 

the combos you do (and their length) or 

you’re opponent will break out. Ego-busting 

reversals are great, catty antagonizers that force most victims over the emotion 
al edge and create wins as a matter of course. But now you must choose your 
reversals wisely because they can be broken by ace players. 

The new moves that were dreamt-up in peaceful cryo-genic slumber are 
very useful and truly make Nina a femme fatale without equal. The sidestep 
BB, the “Spiral Explosion,” is my new love and is devastating to almost any 
person’s strategy; e|pecially when coupled with her other sidestep moves 
and side-throws. The nasty “Bad Habit” 
move is more than an amusing way to get 
out frustrations for the female Tekken 
players, it is an effective fighting tech- 

nique with good range and an unusual ABp 

appearance. Last, but not least, is the 
sleeping character move (since it’s shared 

with Yoshimitsu) “Evil Mist”; an additional '■* "w ^ C 

way to change up your crouch dash teas- p ^ -jj/t % 

ing and treachery. 1 ■ ■■ -x m ■ * 




Natinnaliiv 

Irish 

Fnihil 11 u style: 
assassituition nun 
Mil arts hastul on 
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mum mn 
a (in; ri 
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llns assassin 
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Spiral Explosioi 


Arm Grab Flip 


Close to opponent 88 


Over the Back Toss 


Shoulder Through Arm Breaker 


Close to opponents right side±orS 


Reverse Throw 


Correspondent to opponenrs attack 


Counter Attack 


Elbow Smash 


Back Hand Slav IBHSI 


1 Name 

Command 

1 left Right Combo 

88 88 

i BlondeBomh 

88 or =§> =i> 88 or while 
standing up*i* 

Bermuda Triangle 

88*88**8888 

n Jab Roundhouse 

88 88 

|i DouhleSmash 

88 83 

m Jab-Sweep 

88 4 88 

I Forward Flip Kick 

^ -»83 Of 88 

1 leg Slicer [Combo] 

*88 88 88 

1 Flash Kicks 

*•83 83 88 88 

I Uppercut Jab 

* 88 88 

Can Opener 

^88 8388 

Jab to Mid Kick 

4 88 88 or while Crouching 

88* 88 

Running Jump Kick 

■=i> =i> =?> 88 

Power Charge 

s* or f * to cancel 

Sit Spin to Right High kick 

4-88*88or4>88*88 

iaii Crusher 

88**88788 * 88 

left High to Right High Kick 

88 88 

Jail Crusher to Uppercut 

88**88788 4-88 88 

Double Explosion 

88**8878888 88 -*88 

Double Explosion 

88**88788 + 88 

l&R low Kick 

4- or 4 88 4- 88 

Geyser Cannon 

4^ * 88 88 88 

Slicer 

& 88 88 

Geyser Cannon Combo 

^ 88 88 

Right Backhand Body Blow 

& 88 

Spike Combo to RL High Kick 

88 88 88 

Spike Combo to RL Uppercut 

88 88 88 

Spike Combo to RL low Kick 

88 88 4-88 

Creeping Snake ICS1 

* 88 88 8888 

CS to left low Kick 

* 88 88 4- 88 88 =£> 

CS to left High Kick 

* 88 88 88 


CS to Right High Kick 


Shakeshot 

During side step 88 

littshot 

During side step 88 

Flash Kick to left low Kick 

8888 88 

Flash Kick to blonde bomb 

*488 8888 88 88 + 88 

blonde to Right Uppercut 

8® 88 

blonde to Right low Kick 

8888 4- 88 

blonde to Right High Kick 

8888 

Hopping to low Kick to RL Uppercut 

4-8388 

Hopping low Kick to left Mid Kick 

^ 4-8888 

Hopping low Kick to Right High Kick 

319 4-8388 

left Middle to Right High Kick 

* 88 88 

Toe Kick 

4- or 4 - 88 88 

biting Snake 

88**88 7 8888 88 

Right low Kick to Back Spin Chop 

4- or 4 88 88 

Right High to left Spin low Kick 

8888 i 

left Spin low Kick to RL Uppercut 

4- or 4188 88 

PDK Comho to Right Uppercut 

88 4- 88188 

PDK Combo to Right High Kick 

88 4-88 88 

left backhand Bodyblow 

*■88 

RssaultBomb 

188 8888 Ife 

Shut Up 

88 mMm 

TwistedMind 

While opponent is down 1 or 88 

Bad Habit 

4- * 88 

Wipe the Floor 

DuringAoP® <fP! 

Slap 

<-88 

Double Slap 

*-8888 

Heel Slicer 

During side step 88 

Panther Claw 

^ 88 

Quick Panther Claw 

88 

Helping Hand 

#88 

Assassin Dagger 

# 88 










































































































































Tekken 3 ENDS, 
moves for the hi 


sgaFan will return with combos, and 
sn characters in a future issue. 


1 A lame 

Command 


Triple Slaps ITSJ 

DuringBHS 

88885888 88 

Heck Crusher 

During TS^ 


leg Stretch Arm leek HoU 

During TS & 

88 

Crab Hold [CHI 

Close to om 

ronent > ^3 =s> 88 

Heel Hold IHHI 

During CH* 

88 88 

leaping Heel Hold 


leg Cross Hold 

mmm 

$8888 88 

Double Heel Hold 

During HH 

asfeaa.® 

Commando Arm lock 

During CH 

® 8888 88 

Betrayer 

Close to opponent M(£ <-88 

Twisted nightmare CIHi 

During Betrayer 8888 8888 

leg Stretch Arm lock Hold 

During TH 

88 88 88 83 88 

Heck Crusher 

During TH 

88 88 88 88 88 

Arm Breaker IABJ 

During Betrayer 88 88 88 88 

Double Arm Break 

During AB 888388 8888 

Falling Arm Break 

§ 

88 88 88 88 88 



NINA 

WILLIAMS 
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Are you ready to take the plunge into the most amazing underwater title to 
grace a home console system ever? Well this is it. Treasures of the Deep is 
loaded with thrills, chills, and even oil spills. The game is as deep as the 
title claims with a cast of characters including hostile divers, enemy subs, 
mine-strapped dolphins, great whites, eels, lobsters, mermaids (ahh, yeah!) , 
giant clams and squids. Of course no game would be complete without 
sunken galleons, underwater mines, earthquakes, whirlpools, Aztec traps, 
and a bit of treasure, right? The game’s 12 levels all have completely differ¬ 
ent and distinct backgrounds along with music on the scale of an underwater 
operatic extravaganza. 

It is impossible to go over all the features of this Playstation prodigy in 
the space allotted, so we have decided to cover just the first level “The 
Wreck of the Concepcion.” The following is an 
excerpt from our Treasures of the Deep 
Strategy Guide. Within the next six pages, 
you’ll be introduced to just some of the many 
underwater entities and dangers along with 
helpful strategies to walk you through the 
level. If you like what you see, then pick up a 
copy of the game to experience 11 more lev¬ 
els of danger, treasure, torpedo-packed 
excitement, and many secrets as well. 

























In 1641, a brutal hurricane sank the Spanish 
galleon Concepcion just off the coast of 
Puerto Rico. She went down with a wealth 
of Vatican gold and religious artifacts making 
the site a target for underwater pirates. Your 
dive objective is to retrieve the ruby-studded Vatican cross and 
destroy all the pirates’ cargo subs. This region is home to the 
hammerhead shark. Use your nets to keep them at bay. 


Your two mission objectives are to eliminate all the pirate 
cargo subs and recover the ruby- 
studded Vatican Cross. Each red blip 
on the overhead map represents a 
cargo sub. Once you turn those 
pirates into fish food, the solitary blip 
remaining will be the Vatican Cross v 

which resides in the hull of the 
sunken galleon Concepcion. 


















ARIBBEAN STL 


<k.d*s.vi 


So how do I get cash? 

Well, for starters, the first level is loaded with treasure chests worth 
$8,000 apiece. Collect all of those and you’ll quickly be on your way 
to a down-payment on a bigger and better sub. The pirate cargo 
subs on this level each hold one treasure chest, and there are a few 
chests scattered about the level near the ground as well . 


What am I supposed to do 
with these nets? 


nary environment. 
Mission Briefing, yc 
eliminate the bad 
Vatican 
Cross. Your 

I enemies on 

: * ' Hi 

this level are 

not too dan- 


I’m sure your Navy SEAL 
background didn’t train you 
in the proper use of nets, but 
they are extremely useful as a 
tool for snagging treasure 
and eliminating threats. The 
boys at LIMA can also get you 


closely acquainted with 

the controls of your sub and 
weapons. After the first two lev¬ 
els. you won’t have much 
time to train because the 
tasks will become 
progressively 
harder, faster, hair- 
and dan- 


raising. 
gerous. 

Despite what the 
debrief- 


\ mission 

ing narrator says, 
your real dive 
objective in this 
mission is to earn 
money. It is 
impossible to go through the game 
with the USN-Rl. The armor, pay- 
load. and depth capabilities on it are 
simply too small. If you took a look 
at the other seven subs available for 
purchase before you started this 
mission, you can see that buying 
another sub can cost quite a bit. You 
start out with the USN-R1. 10 nets, 
and SI0.000. 













































After establishing a solid lock-on (from not too far away), introduce the cargo subs to your friendly neighborhood torpedo 
and you’ll be seeing gold flash before your eyes. 



for any tiny blips. These will 
^^^^^^^^^Feither be turtles or divers. Triangular blips will be lobsters, 

sharks, or jellyfish. Netting the turtles lands you extra cash, while 
netting divers and sharks is not quite as useful. You can get the same amount of money for killing enemy 
divers as you would if you just netted them. To reduce the enemy diver count by one, simply put him in 
your targeting triangle in first person point of view and harpoon away. After three or four shots he’ll be a 
permanent fixture on the marine floor, and you’ll be $750 richer. Eliminating enemy divers is a real 
necessity because in addition to them not harpooning your sub, they will each cough up an air tank and 4 
torpedoes for you to play with. The extra air tanks will literally let you breathe a little easier, and the tor¬ 
pedoes will be needed for the pirate cargo subs. If you’re into cruel and unusual punishment, you can 
shoot divers just once in the vicinity of sharks. The blood coming from their wound will attract the 
shark’s attention, and well... you get the point. 




Although sharks are not actual bad guys, it is probably a good idea to eliminate them from this level so 
you can peacefully search the area for treasure chests and sea turtles. If you are a nice guy, simply net 
them to get them out of the way. If you are a not-so-nice guy, you can harpoon them just as you would a 
diver. Note, if you choose to remain a pacifist towards marine life, the sharks will have no second 
thoughts about making a meal out of you. Be warned that throughout the game, other underwater life will 
also be hostile towards humans. 



















Jellyfish will sting you if you repeatedly run into them, so it's a better idea to let your harpoons run into them first. You’ll 
be rewarded a miniscule sum of $100 for eliminating a jellyfish. The money is not as important as clearing your sonar of 


tiny blips so you can spot the turtles better, jellyfish hunting is your last priority on this level, but if you’ve got time, 



knock yourself out. 


) Before you get too trigger happy, realize that you cannot carry a 

chip on your shoulder towards everything that moves. Finesse 
and a level head are requirements for this mission. Watch what you 
shoot so you can sleep easier at night. If you start eliminating endangered species, that vocal conscience 
in the game will let you hear about it, and your hard-earned treasure will go towards paying off fines at 
the end of the mission. 


Be especially careful when launching torpedoes at a target such 

as a pirate cargo sub, because the exploding ship will be fol- m 

lowed by a blast radius that damages anything nearby, including 

you. So keep your distance from ships before torpedoing them into Davy Jones' Locker. The cargo subs 
take one torpedo to destroy while the red submarines take three. 


Running out of air should not be a problem for an experienced diver like you. 


If you find yourself 

running out of air, you are probably either not killing enough divers, or you are admiring the textures 
on the polygons for too long. Wake up and get moving! 













If your health bar gets a little too low, you’ll have to start scouting the area for med-kits. These band-aids will help a little 
bit towards patching up any combat wounds suffered from harpoons and shark bites. The best advice is not to get hurt, 
because you don’t start this level with any med-kits to begin with. Also, if you have a full health bar, still pick up any med- 
kits you see, because they will be added to your inventory for later use. The same principle does not apply to air tanks 
unfortunately, so do not pick up extra air tanks until they are needed (which shouldn’t really happen on this level). 






Finding med-kits leads 
to the second training 
point of this level: explo¬ 
ration. The Wreck of the Concepcion is a very stress-free, kick- 
back and ‘enjoy the guitar strumming tunes’ level. Take this time 
off to master your sub controls such as strafing (L2 or R2) and 
maneuvering up and down (LI and Rl simultaneously or L2 and 
R2 simultaneously). Once you’ve got the controls down, explore 
your surroundings. In addition to finding treasure chests and 
power ups, you may find a secret or two. There are many items 
hidden either on the ocean floor, inside of ships, or up on ridges. 

Leave no part of the large overhead map unexplored. You will 
need to find hidden items if you want any hope of succeeding in 
later missions, so work on your exploring while it’s easy. The first 

level is loaded with goodies to grab. Most of the secrets on this level can be found either on top of 
ridges or near the ocean floor. There will not be anything to see near the surface except an occasional 
diver or turtle, and these show up on your radar anyway. 




In your underwater travels, you may occasionally spot sunken 
ships. You think these ships sank with nothing inside? “Of 
course not, just send a torpedo their way or a couple harpoons to 
the hull, and their contents will be revealed.” The sunken ships in this area apparently were fishing ves¬ 
sels with cargos of nets. 
























Additional nets are always useful. They can be used on the anchors of these sunken ships, since UMA knows collectors 
who will pay $4,000 apiece for each anchor returned to the surface. Lobsters and lobster traps can also be netted for 
$750 and $ 1500 respectively; however, they are not as valuable as netted turtles or anchors. 


I MORAY iil 


BOSS 


Inside the ship, you'll 
be disappointed to find 
that your one-man sub is 

too large to squeeze into the room housing the Vatican 
Cross. So you will have to get off your sub (don’t be lazy) b 
hitting all four shoulder buttons simultaneously. From there 
swim into the room and grab the Cross. At that point the 
mission should be over, and all that's left to 
do is return to the surface and celebrate! 

Congratulations on passing your first real 
mission, but your work is not over yet. pive 

Notice that your funds are not quite ade- »; COf^PieTe 
quate for purchasing that sub of your 
We strongly recommend repeating the early 
game until you have enough funds to buy a new sub. Almost any sub 
the USN-R1 because its payload is way too small. If you encounter weapons such as 
mines in later missions, you may not be able to pick them up and store them for later 
JSN-R1 cannot carry too many items. It is a shame to pass up weapons because of a 
I. You do NOT want to be spending your hard-earned money buying weapons. Instead, 
to save every penny you earn to afford some of the top-of-the-line subs out there such 
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U.S.Nintendo_64_Tjtles 


US PlayStation Titles 


U.S. Saturn Titles 


Abes Odd Adventure 
Armored Core 
Blasto 

Bushido Blade 
Deathtrap Dungeon 
Castlevania X 
Crash Bandicoot 2 
Final Fantasy VII 
Ghost in the Shell 
I.Q. 

Jurassic Park 
Metal Gear Solid 
One 

Resident Evil (Director’s Cut) 
S.F. Ex Plus Alpha 
Spawn 

_Tomb Raider 2 


Body Harvest 
Banjo and Kazogie 
Buggie Boogie 
Clay Fighter 63 1/3 
Freak Boy 
Go GoTroublmaker 
Golden Eye 007 
Lamborghini 64 
MK Mythologies 
Multi Champ Racing 
Silicon Valley 
StarFox 64 
Wheel of Fortune 
Wild Chopper 


Croc 

Duke Nukem 3D 
Enemy Zero 
Last Bronx 
Lunar 

Magic Knight Ray 
Earth 
Manx TT 

Marvel Super Heroes 
Megaman X 4 
Ninja 

Resident Evil 
Samurai Shodown RPG 
Sky Target 
Sonic R 
Quake 


Saturn Titles 


PlayStation Titles 


Nintendo 64 Titles 


Anarchy on Nippon 
Chaos Seed 
Dead or Alive 
Falcom Classic 
Grandia 

Japan Pro Wrestling 
Langrisser IV 
Panzer Dragoon RPG 
Real Sand 

Samurai Shodown 4 
Shillout Mirage 
Sonic Fighters 
Super Robot Battle F 
Virus 

X-Men vs. St. Fighter 
Z Gundam Part 1,2 


Breath of Fire 3 
Cool Boarders 2 
Critical Blow 
Dragon Ball Final Bout 
Fighting Illusion 2 
Fighting Network Rings 
Front Mission 2 
Front Mission Alternative 
The Grandstream Saga 
Gun Bullet 
Panzer Bandit 
Psychic Force Puzzle 
S.F. Collection 
Tales of Destiny 


Bomberman 64 
Chameleon Twist 
Dual Heroes 
Goemon 5 
Kirby’s Air Ride 
Quest 64 
Rev Limit 
Robotech 64 
Sonic Wings Assault 
Sumo 64 
Top Gear Rally 
VR Golf 

Yoshi’s Island 64 
Yuke Yuke Troublemaker 
Zelda 64 


Call for availability on 
all Collectables. 

K@^©[Kia0mg8 Many Figures 
available including Virtua Fighters 
(7 pc. set), Tobal (6 pc. set); 

Tekken 2 (Set A or B) $24.99 ea. 

F0gpir®$s Magic K. Ray Earth 
Petite $19.99 ea. 

[PIP Hradlflinii ©ttRolgs Evangelion, 

DBZ, Dragon Ball GT, Sailormoon 
S®EJiinittir®©fe©= Chronotrigger 
(3CD). F.F. VI (3 CD), Secret of 2 

Mana(ICD) 



ifirn 


ma 





FF VII T-Shirt 
w/Purchase 
of FF VII 

supplies last) 



Final Fantasy VII 

Action Figures V.1-7 $19.99 ea. 

Trading Cards: $5.00 

F.F.VII H.G. Keychains $9.99 ea. 

Limited Ed. Model Kits (Aerith only) $19.99 
Art Puzzle - 500pc. $34.99; 108pc. $19.99 
FF VII 4 CD set 
avail. 



-Ui LL ® K. 

N64 Import 

Human Grandprix.$59.99 

Wonder Project J2 (w/mem card) 29.99 
Converter w/purchase of game . . 14.99 

GENISIS 

Monopoly.$19.99 

Wheel of Fortune .19.99 

WWF Arcade .19.99 

SUPER NINTENDO 

Bugs Bunny Rabit Rampage $19.99 

Caesar's Place .19.99 

Family Feud .19.99 

Nosferatu .29.99 

Scooby Doo .19.99 

Super Black Bass .19.99 
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SONY PLAYSTATION (U.S.) 

Andretti Racing .$29.99 

Blastchamber.19.99 

Casper .19.99 

Criticom .19.99 

Loaded .19.99 

Persona .39.99 

Pitball .19.99 

Return Fire .29.99 

240 Block Memory .39.99 

120 Block Memory .29.99 

SONY PLAYSTATION (Import) 

Dracula X w/soundtrack .... call 

Final Fantasy Tactics .call 

Final Fantasy VII .call 

Samurai Shodown III . 


o 

SEGA SATURN (U.S.) 

Albert Odyssey .$44.99 

Batman Forever .14.99 

Crusader .29.99 

Golden Axe the Duel .19.99 

Impact Racing .19.99 

NHL All Star Hockey .14.99 

Romance IV (Wall of Fire) .... 29.99 

Shining the Holy Arc .44.99 

SEGA SATURN (Import) 

Fighting Viper w/pepsi man $29.99 

S.F. Movie .19.99 

Shin Sinobi Den.29.99 

V.F. C.G. Portrait v.9 19.99 

V.F. C.G. Portrait v.10 19.99 

Vampire Hunter .39.99 
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Mini Battle Coll. Set V. 1-6 avail. 

4 figs, per set; $7.99 ea. 

Anim. $12.99 ea.; Music CD $19.99 

6” Action Figures V.1-7 $9.99 ea. V.8-24 $19.99 ea. 


Sailormoon 

11” Dolls (#1-9 shown above) 

$07 QQ 

Petite Figures'V. 1-9 $19.99 
Mini Play Set $29.99 ea. 

Animation Sets Start at $12.99 ea.;Music CD $19.99 


Dealer Inquiries: 
212-290-0426 

Mega Showroom: 
(send all payments to:) 
126-128 W. 32nd St. 
New York, NY 10001 
Fax. 212-290-0432 

Other Showrooms: 
167 Glen Cove Rd. 
Carle Place, NY 11514 
Tel. 516-248-4911 

1464 Rockaway Pkwy. 
Brooklyn, NY 11236 
Tel. 718-272-2981 

163-18 Jamaica Ave. 
Queens, NY 11432 









































































































Greetings, Commander. Welcome to the Ace Combat 2 hangar 
Inside this top-secret installation, you’ll uncover top-gun win¬ 
ning tactics and strategies for four of the hardest missions in 
Namco’s Ace Combat 2 title. Read and digest the following most 
secretive information, and then take to the skies with increased 
confidence of your flying skills. Roger and out. 


Attack on the enemy’s assembled fleet. Because our 
carrier mobile fleet succeeded in breaking through the 
channel safely, our enemy has assembled their sea 
forces, and appears to have put a stop to our invasion 
with all their forces. We will not be able to avoid them 
since they are on our operation route. Get onto this 
mission immediately, and take them out. Target: The 
enemy’s mobile fleet. We expect a powerful attack 
from the combined power of the enemy’s sea and air 
forces. Be on your guard! 

Our adversaries have put a stop to our invasion with a 
deployment of most of their sea forces into the area of 
our concentrated movements. This has created a stand¬ 
off. You will aid us in the creation of a pleasant resolu¬ 
tion to this conflict in our favor. This is an enemy 


heavy mission, and you'll receive gunfire from all sides, 


but we have confidence in your performance and history 


of success. Your all-around abilities will be severely 


tested even if you decide to hire aerial assistance. 


1 Friends forever] 


Fight hard! 



Obviously, in an operation such as this where the theatre is so deep 
with enemies at different heights, a friend can be of incredible aid in 
this volatile and hostile environment. For this mission I recommend 
the sharply attired “Slash” for a pilot pal. His jacket says it all; this 
man comes to finish the business he starts. He flies a Su -35 when 
ordered to engage in mechanical 
combat with the common enemy, 
and slips his leather jacketed 

physique into a plush F/A- 18 E J ^ 

when following the instructions 
to fire upon the floating fleet of 
fiends. Staying near your wing- 'U' 

man may help you make it out of | 

this mighty mission alive, for ►. 1 ... V 

those of you who can’t fend for ; 

yourselves alone. h v 0 .^: 
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2 Looney loops! 


Flying against the planes, now that we're in the last few missions, can 
be very trying if you don't know a few techniques by now. The first is 
leading a turning bogey with your plane’s tip when you fire a missile. 
The missiles come from the bottom of your plane’s wings so it's best if 
you have the tip of your plane’s nose above your intended target; but 
against a plane that is turning so fast that you still can't hit him, you 
need something else. What you do is fly straight for a couple of sec¬ 
onds then turn, lead, shoot. This changes your line so that you're turn¬ 
ing on the same path as your victim; which in turn gives you a better 
shot. 


Another useful technique against the looping looniness you’ll be vic¬ 
tim to during this mission is the quick roundabout. This involves pulling into a loop while having the airbrakes on. As soon as your HUD 
flips over, let go of the brakes and keep looping. When you are level (although still upside-down) flip over so that you’re upright again. 
This maneuver allows you to change directions about 180 degrees, in about four seconds. 


3 Flush ’em down the toilet! 

The main targets for this operation are the enemy warships 
and carrier in the region. These are no different than the weak- 
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ly defended ships you slickly sunk in the past. Simply aim for 
the main section, named either “warship” or “carrier,” and give 
‘em a little taste of what “monday missile madness” is all yf* 

about. As usual, be sure to clean your backside prior to, or 
watch your rear while, making an attacking approach on the 
feisty fleet you've been sent to ruthlessly sink, or you’ll be the 
one taking a dip after a missile smacks you where your eyes 
can’t see. Fly sensibly, and don't be overly fancy. Your devel¬ 
oping talent should allow you be able to terminate this part of the mission with no problemo at all. 




























1 A mad race to the plane! 


Rescue operation of the downed plane - Emergency! We have 
just received an urgent request to rescue a reconnaissance 
plane belonging to our intelligence division, shot down by the 
enemy while it was on mission. Our recovery unit is already on 
its way to rescue the crew, but the enemy is also sending a 
ground unit and an air-fighter unit. They want to retrieve our 
secret military codes on board the crashed reconnaissance 
plane. Take off immediately, and be sure to guard our recovery 
unit as well as attacking the enemy's ground unit. Target: The 
enemy's air-fighter and ground units. Our operation will fail if 
our recovery unit is unsuccessful or if the enemy ground unit 
reaches our reconnaissance plane first. Check out the situation 
and respond accordingly! Good luck! 

Lucky for us you're on-call all the time! A very bad, and 
potentially horrendous, situation is now in progress. A recon¬ 
naissance plane of ours was shot down by the enemy, who we 
didn't realize were in the area until too late. In response to the 
excited cry of distress we have sent a rapid recovery force to 
rescue the fallen unit, but this doesn’t appear to be enough 
against the sizable force we've discovered the enemy has en 
route. We need a person with your success record and 
renowned skill to fend of the brutish attackers and thieves that 
are encroaching intimidatingly upon our injured, helpless bird. 



The selection of a suitable plane for this mission is pretty 
important since you may need to get from one side of the map to 
the other in a frenetic, mad, stress-inducing dash. Your plane 
also needs to be strong enough to easily best the would be 
attackers of our ailing aircraft, and 
to be a reliable and trustworthy 
flyer. The planes that most recog¬ 
nizably fit the bill are the F- 22 , YF- 
23 A, and the Su- 35 . I personally 
prefer to pound powerfully upon 
opposing pilots' pusses with the 
pristine Su -35 “Plane of perfection!" This is due to its surprisingly 
high mobility, coupled with overall equal ratings to the F -22 and YF- 
23 A. But, the final choice is entirely yours to make. 



2 HelicoptifragoUciousespiaUdocious! 



As you begin the operation, you’ll be faced with two 
SU- 25 S; down these craft quickly. They are horribly 
non-evasive, and will be easy targets. Next, as you 
proceed forward, will be a series of MiL -24 heli¬ 
copters. These helis fly low to the ground so be sure 
to look down as you come up on their radar signa¬ 
ture. One missile is all that's needed to do the job on 
each helicopter; your only worry is not hitting the 
ground accidentally. It's important that our units 
survive so keep circling and attacking until all the 
copters are scrap. Now head toward the downed 
plane, and the enemy units heading toward it. Don't 

go after the MiG- 3 is unless there are no opposing military vehicles threatening the 
downed plane, and you still should vary from your chivalrous quest unless you have an 
easy shot at a MiG -31 (which require 3 missiles to eliminate by the way). 
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| Tons and tons of tanks! 
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Next you will pass up the downed plane, being sure to 
pass low so the crew knows someone is there to protect 
them. Your next adversary is a row of thunderous tanks, 
slowly rumbling toward our prized possession. These 
tough little beasts can take up to three missiles to 
destroy (depending on the strength of the aerial weapon 
you're masterfully piloting); so multiple passes will be . r 

necessary, guaranteed. Watch for the attacks made by 
the enemy tanks, because eventually, enough of those 
shells will enter your plane's metal belly to send it 
earthward belching smoke and spitting flames. Artillery indigestion cannot be recovered 
from! Finally, if you've taken too long to get to the plane or our ground support, a warning 
will appear on your heads-up display. Immediately check your long-range radar and respond 
accordingly. Now go and save the day! 
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iCE COMBAT 2 



Breaking through the enemy’s last defense line - Your last 
mission of Operation “B”ELUSSIMA is to break through the 
enemy’s fighter unit and their sea force. This is their last line 
of defense. Our enemy is investing an unprecedented number 
of units in this operation. Extremely heavy resistance must be 
expected. It’s going to be rough, but we can do it! Target: The 
enemy’s defense unit. A fierce battle is anticipated, but when 
we manage to break through, their headquarters will be well 
within our reach. Good luck! We’re counting on you to wipe 
‘em out! 

Well you heard the man, get in there and do your dangerous 
duty. This is the finishing-up phase of the war; our opponents 
are on the ropes with knees-a-wobblin'. We can’t choke now; 
it’s time to knock them out for good! This is an arctic operation 
which makes the landscape easy to maneuver in, freed from the 
worries of some unexpected mountain range sneaking up on 
you during some loony looping technique. The pilots present 
in this theatre are rated “top gun,” so be sure to psyche your¬ 
self up before taxiing out onto the runway; you’re in for quite a 
test. And this frozen wonderland will be your introduction to 
their bomber the XB-io, which is as unique as it is enormous, 
affectionately nicknamed the “Big Bad Mama!’’ Don’t let the 
BBM fly long enough for you to see what unearthly creation 
this evil monstrosity gives birth to. 


OUUu i 


1 Bringing out the big guns! 


V * , * ^.7 J I Strongly recommend, actually I implore you, to take on a 

^ i wingman for this battle against our increasingly desperate and 

volatile adversaries. This theatre is filled with the best rank¬ 
ing pilots in their rapidly depleting barracks. Of “Top Gun” 

~ ft k skill level, these aces are no jokers, and once they spot a card 

, i of another suit they attack until j _ 

| their opponent has folded into a 
„ * brilliant ball of strawberry light. 

** ^ , More will be spoken of this danger 

^ . later on, but now we must discuss 

-- ! _1_ " who shall accompany you on this 

arctic combat cruise vacation. 

First of all, select elegant “Edge” for the job. Next make a judgement - ^ 

about whether you need help with aircraft engagement or in fleet sink- 
ing, and enter in the appropriate orders. 
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2 Let’s get ready to rumble! 


You are really in for a knock-down, drag-out fight in the skies 
|i above. A flaming, irate behemoth of a battle awaits you and 
. your unknowing wingman. The precision pilots you’ll be up 

against are exceptionally skilled at shaking and baking metal- 
I lie fleas (such as yourself) off their tails; not to mention that 
the embarrassment of such a complete mental routing will hit 
you about the same time as their retaliatory missile does. Be 
L\ p-P - prepared to chase bogeys like a starving wild beast, and have 

them try to escape better than any nature special you’ve seen. 

L ^ One of the new maneuvers is a stall turn where they angle 

__: itl.'SHH Straight up, and then cut power to all engines. This allows a 

bogey to turn 180 degrees almost in one spot. This can cause 
problems, but if you are following a victim as he does this, immediately unload two missiles in his | 
not he ll be stuck in his aerial ballet fanciness and be unable to evade. Against loops you can eithe 

most of the time) or you can just make a tight turn and pounce on him as he comes back down (or u±, . 

turning extremely fast (i.e., faster than you); all you can do is loop or make the tightest, insanely high g turn that 
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3 Now you’ve got ’em where you want ’em! 


The targets of this laborious learning experience are the row 
of warships, the four formidable Su-37 fighters, and the XB- 
10, questionably named the “Big Bad Mama.” The flying 
fisticuff techniques for facing off with the SU-37S was men¬ 
tioned in the strategy before this one. In order to wade into 
the waiting warships you need a plan and a death wish. First, 
do not ignore incoming missile warnings! If you are hit by a 
missile, regardless of the source, you will probably plummet 
violently into the sea (or something much harder) below. 
Second, once the “warship” target on the seacraft is hit, any 
remaining targets (e.g., the missile launcher or gun) will be de 
when your pay is tallied up after the mission (if you make it th 
























“Attack on the enemy’s headquarters - My fellow pilots, we 
appreciate your excellent efforts to fight this battle 
through. With this operation, we will invade the bay city of 
St. Ark and will make a total attack on the enemy's head¬ 
quarters there. Our last target is their central headquarters 
located deep within the city. Target: The air facilities, the 
port facilities and their headquarters. There is no question 
that the enemy will use all his forces to defend this city. We 
expect your best effort in this operation!" 

We have finally managed to blast and fry all our enemy’s 
defenses to the wayside, leaving only the headquarters 
standing ominously in our way to victory and celebration! 
This, the units congregating around the main headquarters, is 
the last line of defense the enemy is left with. You are one of 
the main weapons we’ve used against them so watch for 
pilots looking to take you out personally. After our great vic¬ 
tory today, we will only be left with the task of picking up the 
smoldering pieces, and making sure that any other evil minds 
are learned about what will happen to them if they follow 
their demented dreams. Don’t be scared now. It’s our time to 
shine through the darkness our common adversaries have 
oozed upon this pure, pristine landscape. 



1 Be all that you can be[ 




Ls«t - r 

to give the 
need cries 


As for the wingman, the choice of pilots is mixed depending 
on which order you plan to give out. If you want someone to 
swat the buzzing bogeys from your behind then hire the 
bug-stopper “Edge." If you want someone to get engaged 
to a few of the single enemy 
fighters, followed by a flaming 
falling-out, give your man 
“Slash" a buzz. Someone may 
be needed to provide security 
for the city; if so, then “Slash” 
has got the right stuff. But, 
you may really need someone 
enemy ground units a strict, subsonic spanking. This 
out for the motherly qualities in Miss “Edge." 
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2 The nasty little SU- 37S! 



BylEBED OHEl. 


The ornery aerial opposition in this theatre is very 
tough; even the best pilots will be hard-pressed to 
down all the enemy planes resisting our attack. The 
enemy’s SU-37S are ESPECIALLY tough opponents. 

Even if you have a plane with extremely high mobili¬ 
ty, these condor-looking fighters will out-turn you 
easily; thus making a dogfight with them a test in 
frustration, as well as aerial survival. You must mas 
ter tight loops and other advanced dogfighting crafti 
ness or you’ll have to ignore the SU-37S as attacking 

them without such aerial agility is an exercise in -—- 

futility. The command plane is much easier than the 

SU-37S in my knowledgeable opinion, so make sure to send him on a smoky sea cruise. 
Watch your fuel also. If you play aerial gladiator too long you will definitely run out of 
plane food. There are many targets, so try your best to make every missile count! 






3 No turning back now! 



Low altitude targets are amazingly abundant nowadays. 

In the mission before, the ground targets were too 
numerous to name, and now, in this theatre, we have an 
eerie repeat line-up of missile launchers, tanks, and 
machine guns. And, as the operation before, the surface 
scum are grouped together into a cesspool of war-ready 
armaments. This causes target location to be more diffi¬ 
cult, and staying untouched nigh on impossible. The 
best you can do is remove the guns, and dodge the mis¬ 
siles from the tanks (until you can get a good shot at 
these also). The actual headquarters is formed inside a perfectly symmetrical ridge lined with 
towers (which are also targets of your mighty missiles) and tree-level terrorists in the form 
stationary artillery. In a few passes, assuming that the fighters have been buried or at least 
held at bay, the headquarters will be in rubble and the enemy will be ours at last! 

Ace Combat 2 ends. Mission complete! 



























The voices of the winds howl at me, encouraging my progress 
forward through the grove. Nature itself has been disturbed, a careful 
^ balance upset by the awakening of a force I thought I had destroyed. 

Was it not five years ago, I had slain my father to realign the balance? 
Was it not five years ago I had sealed off my cursed bloodline by remaining in an eternal / 
slumber? Who has re-awakened me and why? / 

An owl sweeps by the trees, itself driven mad by the chaotic imbalance. Finally 
reaching a clearing, I see the disruption that has caused the unrest in my homeland. 

Like a black taloned hand of evil, it’s towers stretch towards the clouds; a bastion 
of beasts of such evil, their tales told only by mothers of naughty children. Such 
tales invoke frightening stories of human pillage and sacrifice bathed in blood. j 

Such irony that so much blood has been spilled for such evil. 

Suddenly, it calls for me, like a genetic beacon luring me closer to the gates. I 

Leaping through the air, past the gates and into the courtyard, I finally realize, I 
am home again... home to my cursed bloodline... home to all which is damned. I 
have returned to Castlevania, and with it my father has been revived. With 1 

sword and shield at hand, I say a silent prayer to my mother asking forgiveness I n||M 
for the unholy blood that will be shed to vanquish this place of all evil. \ 


As one of the last vampires, as well as being a rare part 
vampire/human breed, Alucard sealed himself off from the 
world after he had teamed up with Trevor C. Belmont to slay 
his father Vlad Tepes, also known as Count Dracula, nearly a 
century ago. Re-awakened, he finds Castlevania has reap¬ 
peared, and knowing that his father is once again alive, sets 
off to make up family amends personally with his sword. 


Richter is a descendent of the Belmont family of vampire 
slayers who have famously fought off each of Dracula’s 
resurrections. Richter fought, and defeated Count Dracula 
five years ago, but has been missing for the past year. 


Sister-in-law to Richter Belmont, Maria fought with 
Richter to defeat Dracula five years ago. When Richter 
disappears, she sets off to find what happened to him. 
After searching for a year, she finds that Castlevania has 
reappeared 


Approximately 800 years old, Count Dracula is considered 
one of the supreme beings of power in the dark world. As 
Castlevania is supposedly reborn every 100 years, so is 
this dark monster. It is said that his revival is beyond his 
power, in that, he cannot help if humans wish to worship 
and revere him. He was most recently slain by Richter 
Belmont 5 years ago. 


once again and begins her trip into darkness, 


The mother of Alucard, Lisa was also a great doctor, and 
saved many people from the epidemic diseases that ravaged 
the country at that time. However, because of her “dark 
lover” she was labeled as a witch and burned at the stake. 


The most recent summoner to resurrect Count Dracula is a 
powerful heretic priest name Shaft. Worshipping the 
powers of darkness, his ambition was to bring chaos and 
destruction to the world by reviving Dracula. His 
attempts were halted by Richter and Maria. 


Dracula's right hand and most trusted companion, he 
guards the castle from intruders. Trespassers learn the 
price of invading Castlevania when Death’s sickle slices 
unerroneously. 








In order to survive the dangers of Castlevania, Alucard must master the following abilities 
if he is to seal the ancient gates of his birthplace. The following special techniques can only be performed 

when Alucard has attained certain items. 
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Perform with Gravity Boots 
Press down, up + jump. 
(Can repeat) 


astggwi ■ ' ■ ■ *' agggggili 

Use items much like old 
Castlevania series. Press 
up + Attack 


Perform with Leap Stone 
Press Jump twice 


Either a back, forth + attack, 
or a down, down/forward, 
forward + attack. 
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During Double jump, press With Soul of Bat, Alucard With Soul of Wolf, Alucard 
down + jump button can change into bat form. can transform into the pow 

erful morph. 
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With Form of Mist, Alucard 
can morph into a gaseous 
state of mist. 


As a powerful supernatural being, Alucard can call forth magical energies to perform various offensive and 
defensive functions. However, use your runic energies sparingly, as you drain a certain amount of MP 

(magic points) each time you cast a spell. 
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ATTACK 




+ ATTACK 
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Summons a mist like spirit 
to attack 


Heal HP by absorbing blood 


Summons four mist-like 
spirits to attack. Can help 
find secret rooms. 


Alucard can teleport short 
distances and fire either 
three fireballs, or two large 
meteors (by holding up) 


;HOLD)UMP)t**-* 4/*-* 
RELEASE JUMP) 
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In bat form. Flying charge 
attack. 


With Sword Familiar. 
Summons all area sword 
attack. 


In wolf form. Powerful 
charge attack 


Steals life from nearby ene¬ 
mies. Can help find secret 
rooms. 
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Konami’s latest installment of Castlevania features literally hundreds of weapons and items. Though some 
items are very useful, many of the items Alucard comes across are rather unnecessary. The following lists the 
most essential items needed, the coolest selection of weapons, and complete inventory listing. 


ALUCARD'S TEN MOST ESSENTIAL ITEMS 


GRAVITY BOOTS 


Found in the top rooms of 
the main clock room of the 
Marble Gallery. Enables 
Super Jump 

SOUL OF BAT 


JEWEL OF OPEN 
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Bought from the Merchant 
for 500 GP, it opens up the 
glowing blue door for fur¬ 
ther exploration. 

SPIRIT ORB 


LEAP STONE 


LIBRARY CARD 
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LUCK DRUG 


Enabling double jumping 
ability, it is one of the first 
items you’ll need. Found at 
the bottom-left of the Castle 
Keep level. 

POWER OF MIST 


The Library card allows you 
to automatically teleport 
straight to the Merchant. 
Can be bought for 500 GP. 

SHIELD ROD 


Found in the Long Library 
level, it allows Alucard to 
change into a bat. 


The Spirit Orb tells how 
much damage Alucard is 
dishing out. It can be locat¬ 
ed in the Marble Gallery. 


The Power of Mist extends 
Alucard’s time in mist form. 
Found in the Castle Keep. 


When used with a shield, the 
Shield Rod adds more flexi¬ 
bility to Alucard’s attacks. 
Found in the Colosseum. 


Found from enemies, Luck 
Drugs raise your luck, 
increasing your critical hit 
chances and rare item 
availability. 

HOLY GLASSES 
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Found in bottom of the Clock 
room of the Marble Gallery 
level, these are important to 
get before facing Richter. 


CHAKRAM 




ALUCARD'S TEN MOST UNIQUE ITEMS 

DRAGON HELM 
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Flying frisbees!?! Actually, the Chakram are throwing 
rings that have good range and do decent damage. It’s a 
rare item when you kill a Discus Lord in the Catacombs. 


FIST OF TULKAS 


The Dragon Helm is found in 
the Reverse Keep and is 
probably the best helm for 
offensive purposes. 


A good weapon to start out with in the inverted castle, 
the Moonrod can fire out five crescent blades that do 
great damage. Found in the Reverse Antechamber. 


MOURNEBLADE 
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Part Ha-Do-ken, part Fist of the Northstar, the Fist of Tulkas is the most powerful of the 
glove-type weapons. It is a rare item of the Lion found in the Reverse Long Library. 




A very practical weapon, the Mourneblade takes life from 
anything you hit and transfers it to you. It’s a rare item of 
the Azghal found throughout the inverse castle. 


MARSH SWORD 


WALK ARMOR 
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RUNESWORD 
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An awesome weapon with great effects, the Marsil Sword 
is a powerful flame weapon, which can take out a whole 
swamp of enemies. A rare item from the Fire Demons of 
the Necromancy Laboratory. 


Though not be the strongest 
armor at first, Walk Armor gains 
strength as you cover more 
area. Found in the Catacombs. 


An incredibly powerful weapon, the Runesword has 
superb range and does excellent damage. It is a very rare 
item of the Dodo Bird in the Reverse Entrance. 
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Perhaps one of the most powerful weapons in the game, 
the Yasutsuna is a two-handed blade that has unrivaled 
speed, allowing multiple hits. A very rare item of the 
Werewolves of the Reverse Colosseum. 


•' I 5 r : ^ ^ ■ ■ 

Probably the most unique familiar, the Sword Companion 
is also the only familiar with a spell that Alucard can per¬ 
form. Found in the Olrox’s Chambers. 


Short Sword- common short sword 
Red Rust Sword- Rusty Red sword (2 hands) 
Tyrfing- cursed dark sword 
Gladius- Sword of ancient Rome 
Basilard- Basic short sword 
Star flail - Flail with spiked balls 
Orccurist Sword - Sword forged by elves 
Badelaire - Power increases with gameplay 
Combat Knife - Flat combat dagger 
Tonfa/Nunchaku - Strikes enemy twice 
Jewel Knuckles - Jewel reinforced knuckles 
Holy Rod - Anointed rod 
Bastard Sword - Hand-and-a-half sword 
Falchion Sword - Norman curved sword 
Takemitsu - bamboo sword (2 hands) 
Sabre - light cavalry sword 
Scimitar - single edged curved sword 
Shield Rod - extra effective with shield 
Alucart's Sword - resembles family’s sword 
Estoc - German Thrust sword 
Morning Star - spiked iron club 
Claymore - Scotch two-handed sword 
Lahabu Ice Sword - Ice sword of Mim 
Bekatowa - Plain, easy-to-use war sword 
Moon Rod - Rod with lunar markings 
Mormegil - Black sword - strong vs. holy 
Osafune katana - Osafune-made katana 
Glaumdring - sword forged by elves 
Sword of Hador - House of Hador heirloom 
Talwar - curved Indian sword 
Shotel - Abyssinina curved sword 
Alucard’s Sword - Mother’s family heirloom 
Katana - Unsigned katana (2 hands) 


Gram - The sword named Gram 
Holbein dagger - swift upper diagonal attack 
Marsil sword - Powerful sword of flame 
Obsidian Sword - Two-handed obsidian sword 
Demon Familiar Sword - Sentient sword familiar 
Valmanve - shoots vacuum like swords 
Yasutsuna - Yasutsuna-made katana (2 hands) extremely quick 
Terminus Est - Poisoned executioner’s sword 
Masmune - Masmune-made katana 
Great Sword - Great sword of Aubec (2 handed) 
Gurthang - Gets stronger when bloodied 
Stone Sword - May “petrify” enemies... 

Rapier - long bladed thrusting sword 
Runesword - flying rune-inscribed sword 
Jewel Sword - Transforms enemies into jewels 
Hunter Sword - Ivory handled hunting sword 
Iron Fist - Owned by Karate master 
Flamberge - Flame-edged sword (2 hands) 

Enchanted Muramasa Sword - Magical Muramasa-forged katana 
Sword of Dawn - Summons Dawn Warriors (2 hands) 

Fist of Tulkas - Blessed by Tulkas the Valar 
Knuckle duster- Iron studded brass knuckles 
Mourneblade - Feeds upon enemy’s souls 
Remuria Sword - improves DEF..can be used like the Shield 
Cutlass - Sword of the English Navy 
Damascus sword - Fine sword honed to razor-edge 
Chakram - Sikh steel throwing rings 
Broadsword - simple mercenary’s sword 
Namakura - Poorly made sword (2 hands) 

Firebrand - Fire sword of Oberon 
Mace - Iron cudgel 
Harper - harper 

Thunderbrand - Lightning sword of Indra 


RodFire Shield - shield with fire properties 
Axelord Shield - Favorite shield of Axe Lords 
Leather Shield - shield made from leather -low DEF 
Shaman Shield - Shield used in magic rituals 
Knight Shield - Armored knight's shield 
Herald Shield - Shield with heart crest 


Goddess Shield - Engraved with goddess image 
Skull Shield - Shield with Knight’s crest 
Medusa Shield - Gorgon headed shield 
Alucart’s Shield - Resembles family shield 
Alucard’s Shield - Strong vs. all attacks 
Dark Shield - Shield with dark magic powers 


Bat Pentagram 
Pentagram 
Javelin 

Magic Missile 
Bwaka knife 
Iron ball 
Karma Coin 
Shuriken 


Flaming shuriken 
Cross shuriken 
Buffalo star 
Boomerang 
Flaming boomerang 
TNT 

Neutron bomb 


Green - 

Shield potion (raises DEF) 
Red- 

Attack potion (raises ATT) 
Blue - 

Luck drug (raises LCK) 
Orange - 

Smart drug (raises INT) 


Green- resist thunder 
Purple - resist ice 
Black & yellow - raises STR 
Gray - resist stone 
Black - resist dark 
Orange - resist holy 
Red - resist fire 









Moon Stone - adds 4 or 5 to all stats from 6pm-6am 
Necklace of J - +5 to defense 
King’s stone - +10 to strength 
Nauglamir - defense +15 

Staurolite - increases strength of the cross subweapon 
Heart Brooch - reduces heart consumption 
Ring of Arcana - increases rate of appearance of rare items 
Ring of Ares - Confers strength of 24 men 
Silver ring - needed to open lower clock room 
Gold Ring - opens area below clock room 
Duplicator - $500,000 item from the Merchant, 
makes one-time weapons limitless. 

Lapis Lazuli - +20 Luck. 

Gold Skull - 

+30 STR, jfrio int., +5 luck, +5 offense, +12 defense 


Zircon - sell for money 
bnyx - Sell for money 
aquamarine - Sell for money 
garnet - sell for money 
turquoise - sell for money 
opal - sell for money 

Diamond - Sell for money- doubles amount of hp 
recovered if absorbing blood 
Mystic pendaht - Increases rate of MP recovery 
Bloodstone - Improves blood-healing ability 
Secret Boots - discreetly increases height!!! YEAH!!! 
Talismaii - may absorb damage taken 
Medal - +1 to offense/defense 
{Gauntlet - +5 to ATT 

Sun Stone - adds 4 or 5 to all stats from 6am-6pm 


Leather hat - keeps the sun out of the eyes 
Circlet - looks great with Felt hat 
Sunglasses - Kool looking shades 
Ballroojn mask - Mask used at a ball 
Goggles - Comfortable eye protection 
Felt hat j- looks great with sunglasses 
Velvet hat - wow! another cool hat that does nothing!!! 
Bandanna - protects sensitive headparts 
Stone mask - Ancient ceremonial stone mask 
Silver crown - increases intelligence 
Cat-eye circlet - Big HP restore by cat damage 
Steel Helm - Standard adventurer’s helm 
Holy glasses - See beyond magical curses 
Coral circlet - Immune to curses 
Topaz circlet - restores HP by poison damage 
Gold circlet - restores HP by holy damage 
Ruby circlet - restores HP by fire damage 
Opal circlet - restores HP by ice damage 
Beryl circlet - heals HP by lightning damage 
Dragon helm - frightens enemy, lower DEF 


Cloth cape - well made but shabby looking 
Reverse cloak - Dual colored reversible cape 
Elven cloak - Perfect for forest camouflage 
Blood cloak - Converts damage to hearts 
Royal cloak - Gorgeous blue cape 
Crystal cloak - Enchanted semi-invisible cape 
Joseph’s cloak - Select color [System Menu] 
Twilight cloak - Black cape for vampires 


Cloth tunic - Simple tunic cloth 
Alucart mail - resembles family’s armor 
Hide cuirass - tanned leather cuirass 
Bronze cuirass - Bronze upper body armor 
Mirror cuirass - polished to resist stoning 
Iron cuirass - Iron upper body armor 
Steel cuirass - Steel upper body armor 
Healing mail - restores HP while walking 
Silver plate - silver breastplate 
Gold plate - Gold breastplate 
Fire mail - Strong vs. fire-based attacks 
Ice mail - Strong vs. ice-based attacks 
Lightning mail - Strong vs. lightning attacks 
Platinum mail - Platinum breastplate 
Holy mail - Strong vs. holy attacks 
Spike Breaker - Spike-breaking armor 
Fury plate - DEF goes up when taking damage 
Diamohd plate - Diamond breastplate 
Dark Armor - immune to dark attacks 
Armor of Light - increases attack strength of subwea 
Alucard mail - resists fire, lightning, and ice 
God’s Garb - Strongest of all armor 
Walk armor - DEF increases with map coverage 







If vampires did exist, they could easily get lost or stumped in certain puzzling places throughout the architec 
ture of Castlevania. And though it would be nearly impossible to show every trouble spot in the game, the fol¬ 
lowing pages demonstrate how to get through some of the toughest areas in Castlevania. 


One of the most important areas in the game is the main clock- 
room of the Marble Gallery (1:1). From this main room, there 
are six paths to take, but a popular trouble spot here is how to 
open the bottom floor of the main clockroom. For this to hap¬ 
pen, you have to get the Silver Ring from the Underground 
Caverns (1:3). From there, you have to go get the Gold Ring 
which is located in the Royal Chapel level (1:2), past the long 
hall of spikes. When you have both rings in possession, go 
back to the main clockroom and wear both rings. The clock will 
ring 13 times, and the hands will move stopping and pointing 
to the bottom of the floor. This is where you will get the Holy 
Glasses in order to properly defeat Richter. 
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At the very start of the castle, there is a secret room that 
is probably one of the weirdest rooms to open because 
you need to change between two forms. First off, the 
secret room is located at the bottom left corner of this 
Water Room, in the Entrance level. To open up this room, 
hit open the inside path of the rock formation in the mid¬ 
dle of the room. Once both sides of the openings to the 
rock are clear, go back to the right side opening and 
change into bat form. Fly about halfway into the rock and 
then change into the wolf and walk out. The path to the 
secret room should open up now. Repeat this trick when 
in the inverted castle. 


RPG 


?:1 Entrance 


4:1 CATACOMBS 


Though the room to the left may seem well-lit, 
this room, when first encountered, is very dark. 

As Alucard, you cannot walk into the room 
because of the deadly spikes that decorate the 
area. So, unless you have Power of Mist, one 
must turn into a Bat and use the Sonar to navi¬ 
gate through the spiked gauntlet. Of course 
you need the Echo of Bat (found in Olrox’s 
Chambers) in order to use the Sonar. Once you 
pass all the spikes, there is a long metal floor 
panel, which will turn on the light in the room. 


IliWi 


4:2 CATACOMBS (cent.) 


4:? CATACOMBS (coot.) 


Turn into Bat form 

and use the Sonar 4:4 CATACOMBS (coot.) 
to fly through the ~ — p 


. ^ n i,i room without any 

harm. Once 

Ji through, you will 
go through two 
long hallways that will eventually lead to the 
Spike Breaker armor. This armor will allow you 
to get the Gold Ring which is located in the Royal 
Chapel (See #i Trouble Spot). 
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5:1 UNDERGROUND CAVERNS 


A key area in the Underground § 

Caverns is the path to the J,— r - 

I 4 V, Catacombs through the wooden _ 

bridge. Get to the top of the waterfall in the 
Underground Caverns and move to the room across 
_ , . from the waterfall. There should be a wooden 

bridge and a button on the wall. Pressing the but¬ 
ton will release a Skeleton Ape that throws an 
explosive barrel, breaking the bridge. Return to the 
other wooden bridge right of the waterfall, where 
another Skeleton Ape is found. “Lead*’ him to the 
I wooden bridge to open the path to the Catacombs 


5:2 UNDERGROUND CAVERNS 
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If you have the Holy Glasses, put them on before battling 
Richter Belmont (See Trouble Point #i). When you battle 
Richter, you will see a green ball floating around him. Use 
the spell Soul Steal and watch his jumping pattern; hit him 
out of the air when he jumps. After defeating him, you will 
see the priest Shaft and learn that Richter was being con¬ 
trolled by Shaft. Beat Richter without the Holy Glasses and 
your game will end, though it is not the true ending. Shaft 
will then escape, and then you will have to follow him to an 
upside-down version of Castlevania, with new weapons, 
tricks, and, of course, some very impressive bosses. 


6:1 Castle Keep 


Here’s a bug if I’ve ever saw one...first beat the game 
completely (yes, even the upside-down castle). Then 
start a new game with Richter (see our Code Zone sec¬ 
tion for more details). As soon as Richter appears on 
the screen, slide (down + jump) immediately to the left. 
You will now be outside of the castle! You can keep run¬ 
ning to the left, floating across the moat and into the 
forest but you cannot go back into the castle. 

Hmm...whatever happened to foreign hospitality?!? 
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For this trick use Richter once again, and immediately 
dash towards the closing gate. If done properly, you 
will fall through the floor and into a new area!! This 
new area has a save point and to get out, use 
Richter’s Super jump (down, up + jump) to get out. 
Are we done yet, you ask??? NO! This is only the first 
part of our coverage! Check out the next Megafan for 
part 2!! The insanity has only just begun!! 
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...open the second *3-4 After you read all the books, the door *5 When you come *1-2 In this little room watch out for the 
and third chest. in picture 4 will open for you! to the fork in the two warps that send you back to the 

doors, go left, right, beginning of the dungeon! 

^ X . . right, left, and right. 


•8 In these rooms 
maneuver yourself so 
that you run into the the 
little floating diamond 


•7 One last little 
warp to watch out 
for! 


The conclusion of our fine Wild Arms strategy is finally ready for your inspection, oh weary 
adventurer! The fine talents of Blinky and Pauly have ceaselessly toiled in an attempt to pro- 
C vide you with tips, tricks but mainly strategies for the toughest parts of the game, including 
the dreaded Pandemonium dungeon complex! 


•1 in this room place your bombs and blow up the wall to get some *4-6 Put the fire out with Cecilia's vase and go up the middle 
goodies. *2 Push your way towards the west side of the room and path. Go straight up the middle in the next room and then to the 

go out the south door. Come back in and push the left statue on left in the room after that, 

the square piece in the middle. This will open up the door on the 
east side of the room. 


Demon’s Lab 


.. 


•7-10 When you get to this room, blow up the light blue statue. Next, push the blue stat- *n Right here, you *i Uh-oh, this door 


ue onto the right square, the gold one onto the middle one, and the red one on the left one. obviously use 
This will open up the door at the top. Cecilia's tear dr< 

get through the 

111 k ^ door. 


obviously use seems to be locked! 

Cecilia's tear drop to What? You need a 


password? 


•2-3 The password is ‘Demon Gate'. This .1-2 When Zed is sitting across the way 
will open up the main door. here, use the grappling hook to get across. 

He will lead you through this door. 


•3-4 When Zed turns on the electric floor 
use Rudy’s roller skates to get across. 




SK 


De 


Metalica 


•5 Find this room *6-9 Start from the left and flip all the switches until you come to the last one. Go back *1-2 When you 
and you can turn off and flip the switch in the room that’s third from the right. Now it’ll be safe to activate the come to the row of 

the electric floors. last one. And boy, is Zed realty steamed about it! treasure chests... 




Heaven 


Corrodor 


•3-4 Here are some more warps to watch 
out for! 


♦5-6 Don’t grab these treasures too fast 
because you’ll regret it! Let Han-Pan open 
up these chest for you! 











































Pandemonium 


Pandemonium is probably the most hectic and confusing dungeon in the entire game. With many switches and buttons to 
activate, you might go nuts trying to figure it out alt by yourself. There is more than one boss to fight on this level, so keep 
your HP and MP up all the time. By the way, this is the only level in the entire game in which you fully control Han-Pan! 


•Talk to Han-Pan,make your way 
up to section L and flip the switch, 


•Switch to Cecilia and go to sec 
tion R and activate the switch. 


•Now switch over to Jack and 
head to section Z and step on the 
red switch. 


Use Rudy and go to section BB, 


•Activate the switch with Cecilia 
again to let Rudy through the door. 


Lead Rudy to section 0 , 


•Take Jack down to section AA 
and activate the red switch. 


•Now Run with Cecilia to the red 
switch in section 0. 
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•This will let Rudy pass 
through the gate. 


•Move Cecilia to sec 
tion I. 


•Activate the switch 
where Jack is again. 


Move Rudy to section 


•When all three of your 
characters step on the 
three blue switches, 
you will be united once 
again. 


•Exit this prison 
through section J. 
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't find Ka Dingel more confusing than Pandemonium, but there are many different puzzles and routes that you take throughout 
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You won’t_-- w -- 

the dungeon. The two puzzles that you might have a problem with are solved for you on the next couple of pages. Just follow the map 
carefully and you’ll get out of here alive! ___._.__ 
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•The purple spheres in sec¬ 
tion W and CC are turned on 
when bombs are set off next 
to them. 


•In Section DD, start with 
the lower left switch and 
activate all the switches in a 
counter-clockwise fashion. 
This will open up the door at 
the top of the room. 


Malduke 


Congratulations, you've made it to the last dungeon! Don’t pat yourself on the back yet, this dungeon quite long. When the actual Malduke 
dungeon is finished, you must warp yourself to three separate areas* These areas are covered in the last section of this map. The last few boss¬ 
es come one right after another, so fill up your health and magic after each encounter. Good Luck! Filgaia is counting on you! 


•In section B, blow 
up the mini-genera¬ 
tors using Rudy's 
bombs. 

•In section I, use the 
boxing glove to knock 
the pillar over the 
'gap, then use lack’s 
grappling hook to get 
across. 
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MALDUKE 














•In section P, use Jack to run 
across, then pull yourself across 
the gap using his grappling 
hook. 


•In section Q and L, use Han- 
Pan to get rid of the squares on 
the ground that hurt you when 
you walk across them. 


•In section Y, if you are 
touched by the spotlight, you 
will fight a very tough sub-boss. 





















•i|-5 Go back and turn the red diamond 
blue. After that, go and blow up the 
rock in front of the west ladder. 


•6 You can now 
activate the red 
button to the east. 


•9 The ‘Arms* 
are now yoursl 
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—4/r/c are eight different endings in Ogre Battle that you can achieve, depending 
I on how many of the artifacts and personnel you acguire. This game is all about 
I the reputation meter and the hem's charisma rating. If either of these traits fall 
too far ; then it will become impossible to reach the best endings, as well as obtain 
some of the items and people granted only to the most tactical of commanders. 

The rule of thumb is that, if your reputation meter isn't about 70 % full by the 
y sixth stage, then you should either restart, or accept the fact that you will proba- 
l bly not fulfill all of the games requirements . 


: ; Castle of Warren: The Beginning 

) The first level is a simple one. You will need lo first go to the castle lo talk to Warren, 
the magician. He will explain to you what is expected of a hero, as well as where you can 
locate Lans, your first recruit. Lans is located in the hidden town, on the NE island. On the 
way, you should liberate the roshian temple and listen lo what the monks have lo say. Once 
you have acquired Lans, return to the castle and do battle with Warren. When you defeat him 
in combat, he too will join your cause . 

NOTE: It is not necessary to deploy Lans for this encounter, so save your money. 


> Sharom Border: 

This wilt be your first test. Deploy all of your units and 
make your way toward the bridge to the south; this is where the bulk 
of enemy units will attack. However, it is important to leave one or two units behind, sending 
them due west across the water to the small cluster of islands. Several enemy units will try to 
cross this are.) in an attempt to capture your castle, so watch out. Don’t worry too much about 
dead characters, you can easily replace them in town, or resurrect them in a temple cheaply. 
ITEM: Travel ti the island NNE ofValna, to the temple. There you will receive ,7 le Star of Heroes. 
After clearing the stage, return to the towns ofValikesh and FciUsala, where you will receivi&r 
Gnomish Nugget. A man in Valna will trade you undead rings forSooks of tne Dead, so return 
to him every time you find one. 


Sharom District: 

This stage offers you a chance to gain two recruits for the rebellion: Canopus and Gilbert. 
Again, most of the resistance will come up the road, from the SW, but enem^ units will try and 
break through, over the water, with a few units. In order to obtain Canopus, you must first go to 
Bah’Wahl, where he is located. Then,, travel to the hidden temple, west of the castle. There you 
will meet Canopus’s sister, Yulia. She will give you the Wing of Victory, to takd back to her broth¬ 
er. Upon seeing the Wing, Canopus will join. In order to recruit the stage boss, Gilbert, you must 
have Canopus face him in battle, so remember to return one of your units to base, so that you 
can bring Canopus’ unit out. Listen to Gilbert’s tale, after defeating him, and then answer “yes” 
to his question. Gilbert will now join you. 

ITEM: In the town of Lenikan, you will receive the Moon Rose, ap important artifact ^ Vi§if 
Lenikan before you complete the stage. 


B©RGININE 

r I Am B0RGININE. THE 
GREAT mAGlCIAN. 


BORGNINE 


















THE FOOL 


N Deneb’s Garden: (chapter) 

ft \ You can actually bypass this stage 


.ake Jansenia: (chapter) 


Lake jansenia is another stage that you may bypass, if you’d like. You will 8 V .W 
encounter a man in several towns who will feed you a bunch of misinformation 
about attacking the boss, Sirius, at night. Sirius is, in fact, a werewolf and is 
much stronger at night than he is in the day. Lake Jansenia features more undead and a host of 
evil enemies, so it is best to fight them with high alignment units, as well as Tarot Cards such as 
Sun, Judgement and Justice. Sirius is susceptible to these cards, as well. Watch for flying units 
coming due south from the castle. Don’t leave those cities and temples unprotected, or you’ll just 
lose them. The best tactics here, are to send your flying units east to liberate, then have them 
cross the water and attack Sirius from the south. 


RGBEl.U©N WH© 
DEFEATED DEB©HAIP, 


THE DARK KNIGHT, GARES 

sland of Avalon: (chapter) 

The island of Avalon is where you will rut horns with the dark Knight, Gares. Although there is an abundance of the blue stuff, 
vater units are unnecessary; there is no strategical value in deploying them. The enemy’s attack is straightforward, swooping 
lown from the NE. You will want to send out mountain terrain units, and make sure to set up a picket-line defense... Watch the 
>ridge just south of the town of Galyasa. Nestled among the mountains, is a hidden temple. It is here that you can recruit Aisha 
nto the rebellion. 


vastolian Sea: 

The Kastolian Sea is where you’ll need to implement your water units. Not only will you need them to stave off the enemy advance, 
vhile your land units move, but they will be critical in recruiting neutral krakens and mermaids, characters that will greatly 
.trengthen you water forces, for later skirmishes. The enemy forces will spread out to fight this battle. The main force still drives 
straight at you, from the NE, but flying and swimming units will make for any liberated areas that are to the west and SE. The 
kastolian Sea is also important because it is the stage where you will obtain the sword, Brunhild. You will need a BB 
ligh reputation to get it, so if you don’t have one, you should probably hold off on this stage until you get one. I 
Jrunhild is vital, because you need it to access Chaos Gates and recruit the 3 Knights. If your rep is really low, B^gf ] 
iow is a good time to scrap the game and start over. 

ITEMS: Brrnihiicfh located in the hidden temple in the NW of the map. * Wi jk 


)iaspola 


Diaspola is another large map. The towns and temples are spread out, so you’ll have to watch when you B '■) H 
leave them unguarded. The boss on this stage is Norn, the cleric. She can be diffi- 

P i cult to defeat because of her healing abilities, so make sure you have a Fool card, 

I as well as a couple of offensive cards; the Tower and Devil are good choices. The j 
/ enemy forces will sweep across the plains in the east, as well as through out he cen- 
/ tral mountains. Undead are vulnerable on this level, due to the large number of healers in the enemy 
army. Once you defeat Norn, you will have the chance to recruit her 
into your ranks. The key is not to kill her when given the option. 

Tf She will become on of your most powerful units, as the 

tSJLr game progresses. 

ofSomyul, you encounter 
named Posha. She needs your help. Go to the town of 
y ; -Q gi. ■ 0. Golden 

t Beehive. Have your Hero return, personally, with the 

^ currently in Anglem. He’ll buy any Sentoul Demon 


FIGAR© 

r S® YfcU’RE THE REBELS 
WH© DEFEATED 
DEB©NAIR... 

















I AVSTATION 


Kalbi Peninsula: i 

This is Figaro’s territory. A huge map, you are going to have your hands full, Lc 
balancing between pushing forward and protecting your towns and temples. 

Having units tha move on snow and mountains will be helpful, although not y 
necessary. This is the stage where you will unlock your first Chaos Gate, locat-j 
ed past the mountains, at the edge of the water, in the NE. Send your flying units to 
(he corners to liberate the far-flung towns. Be sure not to commit them, in the front lines, 
because you’ll need them to intercept any enemy units that break through your defenses. 
The stage boss, Figaro, will be waiting for you, at the end. 

ITEMS: In the Zolnsienf you mil encounter a magician who will buy your Mo oh Rose. H 
out for so , ooo goth. After cleiaring the stagej return to the town of Bosetyn no obtain t 


ALBELE® 

r I’VE BEEN WAITING 
F®R Y®U. WELC®mE T® 
Y®UR GRAVE. 1 


RAUNY 

r WH© ARE Y©U? DID mY 
FATHER SEND Y®U? 


RAUNY 


City Of Malano: 

Malano is surrounded by a series of walls, with only a few openings. Only your flying units will be able 
to breach the defense easily. Other units will find themselves fighting tooth and nail for ground, trying to 
get through the entrances. There are lots of temples and towns to liberate, and the enemy is concentrat¬ 
ed in the middip, so don’t worry too much about losing control. The key is to have all of your units charge 
down the central road, and then fan out to hit the enemy. Prince Tristan is located in the town of Bel Chel. 
Your Hero must go in person, and have the Key of Destiny, in order to convince him to join the rebellion. 
The stage boss is Apros (see picture), and he is a master of black magic. This will make it tough for your 
angels and healers, so watch out. Sun, Chariot and Judgement are good Tarot Cards to use against him. 


r ©H WELL, I WILL SEND 
Y©U REBELS T© HELL 
WITH THE P©WER GIVEN 
T© DIE BY RASHIDI. 


APROS 


Antalia: 

This straightforward map has the enemy coming directly at you, across the swamp. It will b( 
slow going for your units, but no surprises are waiting for you, strategically. There are a lo 
of undead, so make sure you use your units that contain white magic weapons and healers 
A hidden temple, by the fork in the river, SE of your castle, is the imprisoned angel, Yushis 
Free her, and she’ll join the rebellion. The stage boss is Omicron, and his minions are undead 
CHAOS GATE so meet w *th healers. It is helpful to have a World card, when facing him; his magic i« 
powerful. There is a Chaos Gate located on the western island, just north of the mountain. 


THAT'S TffcUIUHO 
H1ASTEF KASHIM. 


O:\AlCRON 












\ntanjyl: 

Noithern Antanjy! is packed with hidden towns and temples. There are primarily low alignment enemies, so 
1 is best lo use healers and fight in the daylight. If you have Ray of Sunshine, use them here. Put your head 
Jown, and trudge forward on this map; it is slow going and doesn’t require much strategy on your part. Galf 
s the boss of this stage. 

ITEMS: After clearing the stage, return to the town ofYaude to receive Solomon’s Chest 

Tundra: GALF 

Another huge map, the Tundra is a land of snow and ice. This is a good level to edit lines. Reshuffle your 
units to include ice giants and silver dragons. If you can, equip character that have physical attack, with fire 
weapons. Now you will have swift units with heavy damage capabilities. There will be skirmishes on the main 
road, but watch the mountains! The stage boss is Mizal. The fallen angel’s story will unfold for you, as you 
liberate towns and temples. Although Mizal is, in essence, a good person, you won’t be able to get her to join 
the rebellion, so don’t bother trying. Like Mizal, the enemy units will consist, primarily, of high alignment 
characters, so don’t bother using Sun or Judgement cards. 


Dalmuhd Desert: 

More misinformation abounds in the Dalmuhd Desert. Pay no attention to anything said for, it is either a lie 
or completely useless. All you need to do on this map is march towards the boss. Most of the towns are hid¬ 
den in the deserts, with one in the NE corner and two more in the SW, near each oasis. The majority of ene¬ 
mies are ninja units with a collection of serpents, like zombie dragons, Tiamats and wyvrns. Movement will 
be difficult for most of your army, so utilize your flying units. The enemy attack will concentrate in the mid¬ 
dle, near the lake, but several units will break off from the back and move SW and East. If you have already 
liberated the towns, then it would be a good idea to leave some units behind to guard them. The stage boss 
is the ninja, Prokion. He is a formidable opponent, but is susceptible to Judgement, Sun and Chariot cards. 


ort Alamoot: 

The middle islands is where the battle will ensue. Water and air units will be your greatest asset, here. Since the battle will be con- 
entrated, it is very important to watch for breakthough units. Most of the enemy’s army is made up of high sky units, so they are 

ast. The boss of this stage is a pair of twins. The Gemini Twins are not as powerful, though, as the townspeople make out. In fact, 

/ith strong physical units, eliminating them is easy. You will be told that you should stay away from the 
lirates that abound on this level. You can deal with them, but your reputation will drop... but not that 
luch. If you already have a high reputation, go ahead and deal with the pirate that you meet in Kumaya. 
kt the south of the map, behind the wall, you will discover another chaos gate. In the temple to the SW, 
ou will be told wher to find a witch that has some information for you. 

ITEMS: The first thing you should d0s£>ring the Star FramBmhe town ofHeskalon. The pirates of 
Kumaya arMpoking for Mulmy’s Mgp,Mnd will pay a^&d'^farJor it In Tekshiga, you receive a 


hyan Sea: 

Despite the map’s name, water units will do you little good here. The bulk of battle will be in the mountains, and on the road, up 
he eastern side. A smaller group of enemy units will attack from the western road. The corrupt Cardinal Randof is this stage’s boss, 
nd his army consists of a large number of healers. It is very unwise to dispatch undead units on this level. A Fool card is very impor- 
ant for attacking Randolf. The witch, Tarut, is to the east, in the town of Ramoto. Visit her. 
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BI12AL 

Finally, tub rimi 
has e*mi ih»k me r# 
pay mr mv (Rime. 
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PROKION 



RPG 



hrine of Kulyn: 

A very good stage for using water units; the more, the better. With little land to manuever on, Only your 
ir and water units will be able to strike, quickly. Move both of these unit types out over the water on the 
astern side of the island chain. Move your land units up the chain to the SW of the bosses castle. This 
hould help you successfully contain all enemy units. Luvalon is the ruler of these parts, and is very sus- 
eptible to the Chariot card . 

testing you. He will reward you. '%fter defeating Luvalon, you will obtain a Bizen Sword. Return to the 



PARCIVAL 



Fort Shulamana: 

Here is another stage with tons of water that doesn’t come into play. No strategic value is gained by con¬ 
trolling the water, so keep the reigns on your mermaids and krakens. Just cut across the mountains and hit 
the enemy head on. If you like, you could juice a couple of water units and send them out west, and then 
down, behind the enemy. With the help of your flying units (whom you should bring south, and then west) 
you may be able to make an effective assault on the boss. At the very least, you might be able to draw some 
attention away from the mountains, allowing your land troops to progress faster. Previa is this stage’s boss, 
and should be met by a unit led by Prince Tristan. 



CS 



PREVIA 














GRE BATTLE 



? hidden temple, nestled amongst the mountains in 
an item . Also, you can obtain an Ivory Goddess in 
learing the stage, a monk in Ochiwalo, will give you 
Book of Myths. Tristan can obtain the\Mystic Armbi 
Previa, after defeating him. 


ITEMS: Visit th 
the south for 
Orappa. After 
Stone for th< 


This huge stage is where you will do battle with I 

Hikash, and his minions of evil . You are going to ; ' j 

want to complete this level quickly, so send out rlfT / itoSP 

all of your strongest units, especially those r—\ ' 

with liches, undead and princesses. Do 

not liberate the towns! They are anti rebellion and will wreck * 

your reputation. The beauty of this is that you needn’t worry about enemy units 

taking back any territories from you. just make sure to keep a reliable unit at home, to fend off any bas< 
attacks. Otherwise, just push forward... and make sure you are stacked with joker cards and offensiv< 
Tarots. After you finish the stage, you can go back and liberate all of the towns and temples. The people 
by then, will have seen the err of their ways. 


HIKASH 


Zeteginea: 

The beginning of the end. A level made up primarily of ice, you should proceed much like you did in the Tundra. Freeing cities dur 
ing battle is ok ay. It is a large map, so watch for enemy units breaking free. Keep an eye on both the western mountains and east 
ern roads. Go all out on this level and make sure you have sufficient Tarot Cards. 

ITEMS: Do not buy a Book of Myths, in Haljaya. You will re0iy®<$$e,Jpr free, in Mislata. You will also get a Sentoul Demon in tht 


Temple Shalind: 

This is it, so don’t hold back. You will get hit from the SW; hard. The units are tough and primarily made up of beasties such a 
raven men, anc devils. If you are tired of all of the bull, you can speed things up by sending a flying unit down to the town of Fanbc 
Then, warp yoi r Hero and some strong units to that location. Then, manuever a flying unit in behind the castle. This will draw man 
enemy units away from Fanba, allowing you to move into a position to hit the boss. Actually, there’s more than one. First you wi 
encounter Gares, again. He isn’t very difficult to kill. Neither is Rashidi, the second boss, just make sure that you have a World am 
Chariot card. The tough part is when you come face to face with the “Ogre”, an impressive beast with serpents for knees (?!) Hav 
Emperor, World and offensive cards available. You’ll need all you’ve got to kill him. 


Floating Island: 

The four floating islands can only be reached when you discover their Chaos Gates. Since they hover miles above the surface of th 
land, only flying unit can move to each stage’s outer islands. Something to keep in mind is that you can be bumped off the edge c 
the island, so make sure you don’t lose or retreat with your back to the edge. You can use this as a weapon against the eneirq 
though. Always angle your attacks toward the edges- you’ll knock them right into oblivion. It is also important to note that flyin 
units that losejtheir flying characters, will plummet if fighting over the sky. The three Knights live on the floating islands, and all wi 
join your rebellion, assuming that your Hero has a high charisma; reputation alone will not do it. 


Organa: 

Straightforward fighting, with enemy units in front of you, at all times. Fehril is the stage boss, and one of the three Knights. H 
is simple to defeat and will join the rebellion, once defeated. Organa is a good place to recruit neutral iron golems and dragons 
They are located along the banks of the NE rivers. There is a Chaos Gate located to the far wester edge of the main island. 

ITEMS: In tie town ofOhbia, you will be given the Box of Salvation. Take the Tablet of^ru to the hidden temple in the SE to 
__ receive the Ginger Cake r . 


Muspelm: 

Another simple battle, from a tactical standpoint, simply march toward NW, allowing your flying units to vee 
off and liberate the towns and temples on the outskirts. The Knight, Slust, is the boss of this island, am 
should be met with fire-using units. There is a Chaos Gate on the little island south of your castle. 

ITEMS: In Segejin, you will teceive a Book of the Dead; in Chit fa, there is a Dream Crown waiting for you. 


SLUST 

r Y©U GUYS ARE f=* 
F©R G©ING AGAINST 
mASTGR RASHID ! 1 


HE KNIGHT SLUST Shiguld: 

You’re going to have to pay attention on this map. All of your land units are forced to take the road easl 
due to the design of the island. This leaves the west side of the map (along with your castle) very vulnerable. While marching you 
ground attack east, hold back a couple of strong units and place them at the towns of Muwanza and Bujunbul. Station your flyin; 
units over the chasm, just north of these positions. Now you should be able to safely attack Fogel, the third Knight. 







FOGEL 


Bujumbul, after clearing t 



GARES 




Shangrila: 

The fourth island is 
Shangrila. Looked over by 
Gares, Shangrila is the 
biggest of the sky islands. 

There are two points to 
attack from: the east and 
the west roads. This is 
* where the majority of enemy 

YULIA AND CANOPUS units will be, although you should watch out for the central lake area. 

just hit them head-on. If Norn is present when you defeat Gares, then 
you will be able to recruit Debonaire into the rebellion. 
i-rosa . vou will meet up with Yulia, demo pus’ sister. She won’t iMh mu, btimyouUl receivmaw$ality 


CAN®PUS 

r YULIA. WHY ARE Y®U 
HERE? IT’S DANGER®U$ 
HERE. 


ITEMS: In the temple to the north, you will 
receive a soul mirror. If you fail to get 
Fogel to join you, he will at least give 
you a powerful sword. Toad is on this 
island and is looking for the Dragon 
Jewel, and will pay 70,000 goth for it. The 
jewel is located in Dallusa. Also looking for 
the jewel is a man in Dallusa. Go to him after 
clearing the stage and he’ II give you an undead 
ring for it. In Mupan, you can obtain another 
Sentoul Demon. Obtain the Big Trophy in 


a 


Dragon Haven: 

This secret stage is only accessible by entering the name Fireseal at the game set-up screen. You will receive a powerful party 
and then be allowed to travel north of Warren’s castle, to the small group of islands called Dragon’s Haven. Here, you will battle 
Albeleo for control of the dragons (see picture). A simple battle, just march north, along both coasts, and vanquish the evil 
forces. Many neutral dragons can be persuaded to join your party. This stage is not part of Ogre Battle , and you will not be able 
to utilize the units on any other stage. Only play this stage if you find yourself done with the quest and thirsting for more. 



ALBELE© 

r I- CAH’T BELIEVE THE 
STUBBGRNNESS ©F Y®U 
REBELS. 


t 


To complete the game, you are going to need all of 
the Zodiac stones. You must have the Tablet of Yaru 
to obtain them (with the exception of the pearl), and 
each is located in a roshian temple or town. Here are 
the stages that contain the 12 Zodiac Stones: 
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Temple in the Slums of Zenobia 
Temple in the Dalmuhd Desert 
Temple in Diaspola 
Town of Ajan, in Shiguld 
Temple on the Island of Avalon 
of Somyul, in Diaspola. Need the Ginger Cake 
In the town of Sanbela, in Malano 
Temple in Muspelm 
Temple in Shangrila 
Temple in Jansenia 
Temple in the Rhyan Sea 
Temple in the Tundra 


In the town 



Ogre Battle ENDS 









As another issue of MegaFan draws to a close, it is time to 
lie down, relax, and view the prose penned by some of our 
beloved readership. We’ve got the most hardcore Suikoden 
fan out there, some SF III gibes and general entertaining 
chitter-chatter from the minds of today’s warped gamers. 
Should you wish to enter into the spirit of things, with your 
thoughts, topics for discussion, opinions, questions, art¬ 
work, your best game times, wish-lists and any other inter¬ 
esting material, then write away, right away! Stuck in a 
game? Post me a note, then! Want a game recommenda¬ 
tion? Drop me a line! The entire MegaFan team is standing 
by, waiting for any question you fancy, so don’t delay, write 
to the address below. Of course, to ensure a lively debate 
and a huge bulging sack of mail, MegaFan is offering a game 
of choice* to the most entertaining and interesting letter. 

Now on with the letters... 


Dear Q&A, 

I really enjoyed the articles posted in the 
July/August edition of Megafan, especially the Tekken 
3 guide and the Suikoden Character List (which is 
EXTREMELY HELPFUL). Without it, I wouldn’t have 
found Crowley, Fu Su Lu, Gon, Rubi, Pesmerga, or 
Clive. It’s really cool to finally get those guys after so 
long. But I must say that you are wrong about a cou¬ 
ple of things in the magazine (I’m not downplaying 
your article, you did a GREAT job.). It’s just that I 
though the “Pretty Boy Attack” with Alen, Grenseal, 
and Flik was very effective. You said it was “amusing 
but not extremely effective”. Plus, Gon, Kuromimi, 
and Fu Su Lu can have an effective “Kobod +1 attack” 
that you didn’t mention. There was also a “Pretty Girl 
Attack” (I think that’s what it was called). I did it 
before. It was with Cleo, Kimberly and Valeria (I 
think) but I’m not positive. I know I did it though. And 
jabba doesn’t come into the party until Level3 and 
Eikei at Level 40 for the main character. Just thought 
I’d let you know. But FANTASTIC JOB nonetheless. 
Bevan Calo, 

Via the internet 

CH: Aware that the Suikoden guide was written, 
grabbed and designed by none other than Nick 
“2»Skoopz” Rox, I was more than happy (“heh, heh”) 
to pass on your comments to the gentleman himself. 
And in a shocking turn of events, he stopped playing 
Street Fighter EX long enough to pen this, er, interest¬ 
ing reply... Over to Mr Skoopz: 

2 •Skoopz: The mighty g randmaster known as 
2•Skoopz, second only to Skilliam “Skills” 

MacGregor, (and perhaps his protege, Skills 
MacSkills) has once more taken the stand to dispense 
his own unadulterated, Milk 8.5-based brand of 
ridiculously hardcore information to the world. Let it 
be known that none is more skilled in the realm of 
Suikoden than 2»Skoopz... none whatsoever. This 
tiny man, nay, tiny stallion known as “Bevan Calo” 
claims his might exceeds that of Der Skillfiful 
Zwe'fSkoopen. His audacity has no equal, and will be 
crushed by the sheer adroitness of MacSkoopz’s oth¬ 
erworldly techniques, tricks, tips, training and tactics. 
Now, let’s review this small man’s offerings: Pretty 
Boy Attack effective? It’s not. Perhaps the concept of 
pretty boys just stimulates this pretender to great¬ 
ness, eh? There’s infinitely more effective combined 
attacks, like the hero and Kai’s Pupil & Master Beat. 
Why? Because El Dos^Scupaha says so. Next... Two 
combined attacks Tsu*Sukuupusu didn’t mention?? 
Uh... Well, that’s... that’s because... Konami hadn’t put 
them in the game yet! Right, right... Yeah, the, er, 
Skoopz couldn’t have known about them, leaving his 
sterling reputation in the gaming world untarnished. 
Sure. Uh... next. Jabba doesn’t join until Level 3?? 
Eikei requires level 40, not 45? Uh... uh... no! 

2*Skoopz makes no mistakes!! Not even inanely 
minor ones like these!! No... it cannot be! Can one 
truly be greater than the Skoopz!? Wait... I get it! Ha 
ha... yeah, yeah! There is no “Bevan Calo!” It’s the 
man himself, Skills MacGregor, giving me a test in 
disguise! No wonder he surpassed Le Deux»Sceupe! 


Dear Q&A, 

MegaFan is the best tips and tricks magazine out there. 
1) I want to ask if there is any news on X-men vs. Street 
Fighter coming out for the PlayStation. 2) Is there also 
any way that Tobal 2 is coming out in the U.S.? You 
guys should make this magazine monthly instead of bi¬ 
monthly. Thanks for reading this letter. 


Tim 

Via the internet 

P.S. Where can I e-mail my suggestions to the 
magazine? 

CH: Thanks for the complement! 

1) Regarding your queries, oh mystical “Tim”, I can 
tell you that X-Men vs. Street Fighter was scheduled 
for the PlayStation... in fact, it was announced at E3. 
Noticed I wrote “was”. Yep, those sneaky bods over 
at Sega seem to have secured the rights to X-Men 
verses Street Fighter, and the Saturn version of the 
game should be out by the end of the year (on import, 
at any rate). From what ours sources tell us, the 
Saturn X-Men verses Street Fighter is exact, courtesy 
of that chunky piece of lovin’ known as the RAM car¬ 
tridge. The Saturn deal was done after E3, so I would¬ 
n’t be holding my breath for a PS XMvSF any time 
soon. You saw what happened to X-Men: Children of 
the Atom... 

2) Ah, the ol’ Tobal 2 debarcle... From various sources, 
I learned that Sony thought the fantastic Quest mode 
“too difficult” to translate properly into English. You 
know what I say? That’s the lamest excuse I’ve ever 
heard. Apparently, Tobal 1 didn’t sell that well over 
here, and Sony/Square aren’t that keen on relaunch¬ 
ing a game with actual strategy, just under 200 
playable characters and a Quest mode to die for... 
heck, I’d take the game without the Quest mode! 

Tobal 2 is highly recommended by all here at 
MegaFan and GameFan, and we’re just gagging to pro¬ 
vide strategies for it. Shame we’ll never see it over 
here [sniffs], unless some insightful third party want 
to pick it up... 

3) Email suggestions? You just did... 


Dear Q&A, 

First of all, let me commend you on a job well done. 
This is the best video-game magazine out there right 
now, with inquisitive insights into some of the indus¬ 
try’s best video games. Keep up the good work. Now 
onto the good stuff. 

I’d like to make a few comments towards Matt 
Puskar’s letter in your July/August issue. First off, I’m 
a devoted fan to the Street Fighter dynasty, and I fully 
understand Matt’s opinion. But I disagree with him 
for the simple fact that Ryu and Ken define the word 
‘Street Fighter’. I agree with Chief Hambleton’s analo¬ 
gy with the X-Files ; you just can’t have Street Fighter 
without these two. Ryu and Ken are the pillars to the 
Street Fighter universe! 

And to Matt’s inference to Ryu and Ken being the 
most powerful (and cheapest) of the Street Fighter3 
bunch, I disagree also. Have you ever heard of the art 
of parrying? Parrying was made to counter against... 
guess what? Fireball-throwers and uppercutters! 


This is just one of a many reasons how the “next-gen¬ 
eration” stays “alive”. Matt, you’d do well to practice 
this great invention from the creators of Street Fightei 
3, and you’d be a better player for it. Banning Ryu ant 
Ken from the Street Fighter legacy would be a crime 
unto itself 
Sincerely, 

Hoang Thai Nguyen, 

Ft. Worth, TX 

P.S. Is it just me, or am I the only one who misses the 
art of countering throws (i.e. Tech hits) from Super 
Street Fighter II Turbo ? 

CH: A well-argued point-of-view from the Ryu and Kei 
camp. In Matt’s defense, I think he was a tad annoyei 
that he couldn’t get to grips with the new fighters as 
quickly as his opponents who waded in with an old- 
school character. However, practice and competence 
puts pay to this argument. And now of course, Street 
Fighter EX has shifted the world warriors into the 3D 
arena. Now even the might of Ryu and Ken are cast 
aside next to the new force in Street Fighter... Pullum 
Puma. Hmmm... Anyway, what do you think of EX? 
The new era of Street Fighter or a disgusted sacrilege 
to the art of 2D? Over to you! 


Dear Q&A, 

I am an RPG fanatic. I love Wild Arms, but I’m really 
excited about Final Fantasy VII. I want to know a few 
things about it though: 

1) I know there are codes on the Game Shark for the 
Japanese version, but will there be codes for the U.S. 
version? 

2) Will your magazine have a full strategy guide on 
Final Fantasy VII ? 

3) How much will it cost to buy the translated version? 
On another game topic, do you have a release date 

on Breath of Fire 3? 

Eric Hurless, 

San Diego, CA 

CH: 1) You’re darn tootin’! 

2) You’re darn tootin’! 

3) You’re darn too... erm. Sorry. MegaFan will cover 
Final Fantasy VII in great depth in the next issue. 
Codes are likely, and we’ll print some as soon as we 
discover any. The U.S. version should be around $50 
(but shop around, there’s free T-shirts!). Breath of Fire 
3? September nth in Japan. The U.S.? Early’98. 


Your thoughts and opinions 
are very welcome! 
Please send your letters to: 


MEGAFAN MAGAZINE CHIEF CHAT, 
5137 CLARETON DRIVE, SUITE 210, 
AGOURA HILLS, CA 91301 USA 

Alternatively, e-mail one of my minions (and 
mark your letter ‘Chief Chat’) at this address; 

dhodgson@metropolismedia.com 

I’ll return to my bulging sack next issue. 
Until then... 


THIS MONTH’S STAR LETTER: BEVAN CALO 

(anyone who can out-Rox Rox deserves a prize! Write in to claim it!) 


*F° r the Nintendo 64, Sega Saturn or Sony PlayStation only. Current American release only. Please specify alternatives in the event that a game is unavailable. 
















FINAL FANTASY 


77^77^- Yl 

FIGURES 



Fully positional official import Final Fantasy VII action fig¬ 
ures. Cloud comes with stand and multiple weapons. 
Aerith is packed with Chocobo. Tifa comes with Todo 
the Frog. Coming in September, prebook now! Vincent 
and Sephiroth. $ 19.95 each or set of 5 for $ 79 . 95 . 



X-MEN “ROBOT FIGHTERS” 
ACTION FIGURES 

5” fully positional, featured in high comic detail. Each figure 
dressed in special Danger Room training gear. Each figure 
comes with character-specific Robot Fighter. Celebrate 
Marvel Super Fleroes and X-Men vs Street Fighter by purchas¬ 
ing your figure today. $ 7.95 each or set of 5 for $ 34 . 95 . 



Cyclops 



NEON GENESIS EVANGELION 
ACTION FIGURES 

Quicky becoming the most 
popular anime series in the U.S. 
Evangelion merchandise is flour¬ 
ishing everywhere. Call Game 
Cave now to order your Eva 
action 



SPAWN: THE MOVIE 
ACTION FIGURES 

Spawn mayhem galore. You 
have seen the major motion 
picture, now own the special edi¬ 
tion action figures. Game Cave now car¬ 
ries the ULTRA and DELUXE action figures. 



ULTRA figures $ 8.95 each or set of 6 for $ 39 . 95 . 


ULTRA CLOWN 



figures $ 12.95 each or set of 3 for $ 34 . 95 . 


DELUXE DELUXE SPAWN DELUXE 
VIOLATOR MALEBOLGIA 



ROCKMAN X / ROCK 
MAN 8 ACTION FIGURES 

RockMan X4 is here! 

Call Game Cave now to 
order any of our lus¬ 
cious RockMan X4 and 
RockMan 8 action fig¬ 
ures. $ 24.95 each. Ask 
about extra armors for 
your RockMan. 



C.O.D. 


Open 7 Days A Week, Monday thru Friday 8am- 
7pm, Saturday and Sunday 8am-5pm PST 

Game Cave Welcomes All Dealer 
and Wholesale Accounts! 


Info 

Line: 


1 - 626 / 930-1300 


Visit: Our Web Site: httpi/ivwiv.gamecave.com Call Tall Free, Far Orders Only: 1-888/GameCave 


SPECIALS ARE LIMITED TO STOCK ON HAND. AND IN MOST CASES QUANTITIES ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES. ALL RIGHTS RESERVED. IMPORT PLAYSTATION GAMES ARE NOT COM¬ 
PATIBLE WITH NEWER SYSTEMS, CALL FOR INFO. SHIPPING AND HANDLING ARE EXTRA. CALL FOR CURRENT PRICES. PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE. 




























“YOU HAVE WAITED ALL YOUR LIFE FOR THIS!” 

We have arrived. Welcome to the Game Cave Revolution. In an industry full of laborious decisions and eternal anticipa¬ 
tions, one company was created just for you. At the Cave you will witness the most prestigious collection of import 
and domestic merchandise at competitive pricing and with unparalleled customer service. It’s simple, we are just like you 
— we want the best that our industry has to offer. Experience Game Cave today! 




EXTRAVAGANZA 


THUNDER FORCE S SATURN SPECIAL! 

There has NEVER EVER been a shooter of this magnitude 
released in our lifetime, for any system, for any format, 
PERIOD! If you own a Saturn, you must own this 
game. If you don’t, then purchase one just to play it. 
Box set even comes with an all arranged TF music 
CD. Sept Special $ 59.95 Box set (limited) $ 73.95 
(Limited to the first 100 orders) 


Just imagine if Hollywood actually got smart and pro¬ 
duced a major motion picture out of the unequivocal 
Castlevania series. If so, then this would be the 
soundtrack. From the opening requiem masterpiece, 
to the soothing final track, this is Nosgothian perfection! 
$ 27.95 (limited to the first 100 orders) 


Game Cave 


non wmm 

the first time you popped in 
Shell video? Relive that same feel- 
in the Shell the 3D action shooting 
PlayStation. Jump into the infamous spider 
for a first person shooter like no other. $ 63.95 
good through the month of September, 


FINAL FANTASY TACTICS (2 CD SET) 
SPECIAL! (71 tracks) 

Masaharu Iwata & Hitoshi Sakimoto are pure geniuses. 
I never thought the masterful FF 7 orig could be out¬ 
done, but this is astonishing. It is absolutely official, 
TACTICS is the best game based music CD ever created. 


$ 39.95 (limited to the first 100 orders) 
















Yuke Yu he Trouble Maker 




Eaeman S Sonic Wings Assault 


The Mystical Ninja returns with friends, in what may be the 
wackiest Nintendo 64 title yet. Goemon in a 3D polygonal 
world, what the heck else could you ask for? $97.95 


Video Systems’ amazing Sonic Wings overhead shooter series 
has hit both the Neo*Geo and Saturn thus far. Nothing can pre¬ 
pare you for the arrival of this Nintendo 64 assault. $93.95 







^Nintendo Video Games 


MULTI RACING 
CHAMPIONSHIP 3D rally 
style racing brought to your 
home in 64-bit glory. Off 
road in style! CALL! 


REV LIMIT The most frequent¬ 
ly asked about Nintendo 64 
title yet!!!! 

Order yours now!!!!!!! 

$97.95 


WILD CHOPPERS The most 
realistic flight control ever to 
hit home. Military action 
and bullet carnage galore. 

CALL! 


KIRBY’S AIR RIDE Kirby 
finally hits the 64 with an 
absolute kaleidoscope of 3D 
multi-colored mayhem. 
Multiple courses and four 
player simultaneous. CALL! 


VIRTUAL PRO WRESTLING 
ULTRA BATTLE ROYAL N64 

There have been tons of wrestling 

but finally the best of the bunch has 
arrived. Prepare yourself. CALL! 


AERO GAUGE As the antici¬ 
pation grows daily for the 
ultra cool F-Zero 64, Aero 
will ease the pain nicely. 

CALL! 








18 different worlds of amazement. ^ I r 


iane & CoNfroRer 

GOEMON 5 PACKAGE SPECIAL 


Game & Music CD Pkg. 

Final Fantasy V SFO 


GOLDENEYE Rare takes the 
corridor genre to the next 
level with this 3D spectacu¬ 
lar. Prepare to be amazed. 

CALL! 


J-LEAGUE SOCCER Absolutely 
the best soccer game on any sys¬ 
tem ever available. Over 17,000 
animations for 256 Japanese 
players. SC00000RE! $93.95 


POWER LEAGUE 64 Hudson 
hits hard on the realism with 
the first b-ball game to feature 
pitch indicators and split sec¬ 
ond swing adjusting. $89.95 


DORAEMON Based on one of 
Japan’s most lovable anime char¬ 
acters comes a Mario-esque 3D 
action game. Choose from 1 of 
5 different characters. $84.95 


POWERFUL PRO BASEBALL 

Remake of the ever popular 
baseball series comes to the 
Nintendo 64. Realistic game- 
play with super deformed 
characters. $89.95 


YOSHI’S ISLAND We have all 
followed Yoshi through his many 
adventures, but nothing could 
ever prepare us for what we our 
about to witness. $97.95 


After playing the 64-powered Mystical 
Ninja at this year’s E3,1 realized that 
one of my top 5 favorite games of all 
time just reached a whole new realm. Goemon with 
your choice of any N64 controller. $119.95 


FRONT 


The (I haven’t slept for 3 weeks 
because of this insane game I 
just purchased) isometric strategy 
RPG from Square $74.95 


One of the top selling SFAM 
RPG series of all time. 

$84.95 


STAR OCEAN The last Emx 
title produced on a 16-bit sys¬ 
tem. 32 megs of pure equal¬ 
ized sound and detailed hand 
drawn graphics. $79.95 


DRAGON QUEST 3 REPRISE 

Considered one of the most 
highly regarded RPGs in 
Japan, reprised to perfection. 
ENJOY! $84.95 


ROMANCING SAGA 3 The pre¬ 
lude to Square’s up and coming 
epic RPG, Saga Frontier, still 
remains in the elite group of 
historic SFAM RPGs. $49.95 


_ 

DRAGON QUEST 6 The last 
of Enix’s mecha master work 
exists on the 16 bit wonder. 
DQ6 is a must own for all 
RPG lovers. $84.95 


FINAL FANTASY V SPECIAL 

Game Cave preserves the classics! Experience the 
twisting story of the FF that never landed on our 
shores. Game only $74.95 Game and original 
music CD double disc $99.95 


RANMA 1/Z #3 

The final Ranma title released 
on a 16 bit system was a hit. 
Buy it now at the Cave before it 
is extinct. $59.95 


lALtS UK KHAN IrtdIA 

Namco’s first and only RPG, 
with one of the most interest¬ 
ing battle systems ever 
devised. $79.95 


DRAGON BALL Z HYPER 
DIMENSION Enter the litheralic 
dimension with Bandai’s last 
installment on a 16 bit format. 
Enhanced graphic force and 
2D blistering abound. $84.95 


SAILOR MOON SUPER S 

Sailor Moon scouts join together 
for one final female pound. 

Fans of the SFC instalment will 
enjoy this one. $79.95 


G F 0 0 9 

C.O.D. 


Dealer & Wholesale Accounts! LlflC^ - 626 / 930-1300 

Visit: Our Web Site: http:/www. gamecave.com Call Tall Free, Far Orders only: 1~888/GameCave 


Open Monday thru Friday 8am-7pm, 
Saturday and Sunday 8am-5pm PST 

Game Cave Welcomes All 
Dealer & Wholesale Accounts! 


























































' Frqm the creator 
of the original 

, SF2 comes __ 

\ Capcom’s first | . ; ' f ; ees 

ii ever 3D fighter 

M featuring arcade perfect graphics and all new 
(§L PS-exclusive features. Characters include 
® Dhalsim and Sakura. $79.95 


FM on the PS? Well, it’s simple, the best 
strategy game of all time has a true 
sequel. SquareSoft, you rule! $79.95 


Capcom’s most sought after fighter hits home. Arcade quality, 
exact with sound effects, graphic superiority and BGM righl 
out of the coin-op cabinet. ENJOY! $69.95 


TIME CRISIS The game that 
killed Virtua Cop 2. With 
multiple paths and an new 
PS-exclusive story mode, th( 
home version of this game i< 
a must-have title. $89.95 


BUSHIDO BLADE 

SquareSoft, the masters of 
innovation, do it again with the 
most unique fighting game 
ever created. $79.95 


TOBAL2 SquareSoft is com¬ 
pletely out of control. What’s 
their secret? Tobal 2 makes 
Tobal No. 1 look like it was made 
10 years ago, literally! Tobal 2 
import PlayStation $84.95 


Alundra In the quest for the 
ultimate Action/RPG comes 
Alundra. From the creators 
of the original LandStalker, 
this title is a miracle $74.95 


ZERO DIVIDE 2 Fully refined 
polygons, massive playfields, 
super combos and thrash 
pumping tunes make Zero 2 
the best mech fighter next to 


GAMERA 2000 110% Pure 
insanity! The most shockim 
first person shooter since we 
were last visited by our 
friend Panzer. $74.95 


'berbots $74.95 


LlitAlWi'l LfALL tlUAL WJUf 


GUNDAMTHE BATTLE MASTER 

When was the last time you played 
a fighting game with characters so 


ARMORED CORE A world of 
metal carnage is at your dispos¬ 
al. Trample and destroy anything 
that moves, breathes, or lives. 
Enjoy the ultimate realm of 
crushing mech war. $77.95 


SPECTRAL TOWER 2 Simply 
beautiful! Final Fantasy 7 
appears to have set a new 
standard in RPGs. Enter the 
tower this September. $79.9J 


SAMURAI SHODOWN RPG 

It’s been a long time coming 
but SNK’s Samurai Shodown 
RPG has finally arrived. $74.95 


huge they didn’t fit on screen? 
Introducing the master, the 
Gundam Battle Master. $74.95 




1000’s AND 1000’s of DBZ LEGENDS sold (literally) 

Take Legends and improve it 10-fold; trust us, you have 
no idea how good this game is! SPECIAL: game and 
music CD $89.95 


FINAL FANTASY TACTICS 

SquareSoft conquered iso- 


DRAGON BALL Z LEGENDS 

1000’s sold since we first 
opened. One of the most 
requested import PlayStation 
fighting titles that we carry. 


KING OF FIGHTERS ’96 

Finally PlayStation owners can 
see what they have been missing. 
The best 2D out there. $74.95 


TALES OF DESTINY Fashioned 
after the unbelievable Tales of 
Phantasia for SFC comes 
Destiny. Absolute RPG heaven. 

CALL! 


metric strategy with Front 
Mission on SFC, with Tactics 
they have reached perfection. 


LiuusLdiiaLL 


BREATH OF FIRE III Capcom is 
about to astound us all once 
again. After viewing an early 
promo video on this title the Cave 
staff is still wondering if things can 
get any better than this. CALL! 


STREET FIGHTER COLLECTION 


GRADIUS GAIDEN Konami 
bring it on!! Parodious, 
Darius, Twinbee, and 
Gradius! Thank you for sup¬ 
porting our habit! $79.95 


WAKU WAKU 7 

This animated comical 
fighter is perfect psychotic 
brilliance. 2D madness on 
your PS. $59.95 


The most world wide known 
fighter next to MK, all packed 
up for your bludgeoning plea¬ 
sure. Contains SSF, SSF 
turbo, and another secret 


SAGA FRONTIER Square’s 
attempt at outdoing their 
own masterpiece, Final 
Fantasy VII. Their efforts, a 
success! $89.95 


PANZER BANDIT 

Banpresto nails it again 
with this incredible side 
scroll action fighter. 
Coming soon!!! $79.95 


DRACULA X 


The RockMan X series still remains in the prestigious 
ranks for all action fans. The absolute best of the series is 
here, TRUST ME!. SPECIAL: RockMan X4 with RockMan X 
action figure $94.95, special RockMan X4 box set $94.95 


Dracula returns, bringing a new 
era of 2D adventure. Take on the 
Metroid-like game design. It’s a 
given: If you’re a serious gamer you 


2 arcade. (DIEFOR !) $74.95 


must own this game. $79.95 


| Analog pad compatible. 
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1 f Finally 

jr Capcom’s fighting masterpiece comes to the Saturn, 
All the insane combos and 2D splendor of the coin-op 
are reproduced in style. Ram Cart compatible. $64.95 


Just about the coolest collection 
we've ever seen. It's everything 
you could ever want out of SF. 
Bring on SF 3. $69.95 


Pure fighting brutality, polygon style. 
Hi-res, 60 fps with true 3D back¬ 
grounds. Last Bronx is a landmark title 
for Saturn. A sure purchase. $69.95 


MACROSS REMEMBER LOVE 

2-CD set of dedicated Macross 
lover’s ecstasy! If you don’t 
own MRL yet, you are missing 
out hard-core. $64.95 _ 


RABBIT Comical fighters seem to 
be gaining popularity. Nin Ku, 
Waku Waku 7, and now Rabbit. 
Rabbit combines the antics of 
Waku and classics like Kabuki Klash 
in one juicy package. $64.95 


WILLY WOMBAT This looks like 
a N64 game, what’s goin’ on? 3D 
action fans must own this title. 
Thanks to Susumu Matsushita 
for the artwork. $64.95 


CHAOS SEED With what appears 
to be a battle engine similar to 
Chrono Trigger, Chaos Seed 
should provide us with long 


VIRUS The disease is 
spreading, an epidemic is 
about to take place. Virus 
takes us where we have 
never gone before, with any 
other CG interactive title. 

CALL! 


SOKYUGURENTAI The first all 
SGI rendered overhead shoot¬ 
er of its kind on any system 
period. If you are even a slight 
shooter fan, prepare to be 
astonished. $69.95 _ 


SLAYERS ROYAL RPG 

A beautiful prize is created. 
The epic anime series gets 
its own amazing all rendered 
strategy RPG. $69.95 


ENEMY ZERO After viewing 
the announced American ver¬ 
sion at E3, it’s obvious why 
we will all still be purchasing 
the import version. $69.95 


DEAD OR ALIVE Is this the 
SATURN? Is this the 
arcade? Prepare to be 
amazed this November! 

$69.95 


TIME BOKAHAN 2D over¬ 
head shooters with that 
cutesy Parodious-esque look 
are few and far between,until 


THUNDER FORCE V Polygon- 
rendered, multi-layer parallax, 
vertical planing, multi-direction¬ 
al shooting joy. Thunder Force 
fans rejoice. $69.95_ 


WAKU WAKU 7 Sun Soft 
steals the show with this one. 
Unparalleled animation and 
gadgetry gags galore. $64.95 


KING OF FIGHTERS ’96 With 
more fighters than any other 
2D fighter and custom team 
edit, KOF ’96 is a must-own 
title. $59.95 


CYBERBOTS Capcom throws 
Zero Gouki Full Metal Madness 
right in your face with their version 
of Street Fighter mechanization. 

$69.95 


l\J 


SENGOKU ACE 2 Atlus 
never seems to disappoint 
when it comes to shooters. 
If you missed this back in 
December don’t miss it 
again. AMAZING STUFF! 


DRAGON BALL Z LEGENDS In 

your idle time until the release 
of Dragon Ball Z GT, why not 
give the next best thing a shot. 
Millions have. $49.95 


SALAMANDER DELUXE PACK 

Salamander heaven served 
on a CD platter. 2 nostalgic 
titles back with a brilliant 
coin-op 3rd. $69.95 


SHIENRYU The best Japanese 
coin-op overhead shooter to 
reach a home console thus 
far. Shooter freaks prepare 
to strip. $64.95 


FATAL FURY REAL BOUT SPECIAL 

The return of the Bogard family 
and friends is absolute insanity. 
Enhanced backdrops and added 
character animation make this a 


SAMURAI SHODOWN 4 An 

absolute @*&#"?!# blood 
bath. All followers of the 
Samurai series must own this 
4th installment. $74.95 


PULSTAR If you own a Neo 
CD and don’t have it, there’s 
something wrong with you. 
This incredible sidescroller 
has yet to be beaten on any 


KING OF FIGHTERS ’97 

Oh my god! SNK I love you!, 


winner. $74.95 


system, PERIOD!!! $94.95 


.-*T-.:|fMPORT| 


Witness the Samurai clan in their first ever RPG. 
Packed full of hellacious monstrosities and melanomic 
questing. SPECIAL: Comes with Samurai Shodown 
RPG original music CD. $94.95 
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Open Monday thru Friday 8am-7pm, 
Saturday and Sunday 8am-5pm PST 

Game Cave Welcomes All 
Dealer & Wholesale Accounts! 


Info 

Line: 


1 - 626 / 930-1300 


Visit: Our Web Site: http:/viww.gamecave.com Call Tall Free, Far Orders only: 1-888/GameCave 













































Buv anv two SquareSoft music CDs 


Very few anime series ever reach the caliber of excellence to 
considered a classic. Evangelion is one of them. Celebrate the 
lowing with the most impressive plastic model kits ever releas 
High grade engineering, full color, fully poseable with weapc 
power source devices, Eva pilots and one extra character. HG La 
Eva kits (10”) Small Eva kits (6”) 


Game Cave carries a large line of import anime and game related 
original and arranged music CDs, for the true “I must have 
everything” industry addict. CDs range from $19.95 - $64.95 

Buy any two SquareSoft music CDs and receive $5.00 off your 
order. Restrictions apply. 


Game Cave carries a vast collection of all the new and classic 
anime titles. Add some bulk to your collection with the pur¬ 
chase of any of our amazing films. Buy any 3 anime titles and 
receive any other title for just $4.95. (Imports excluded) 




Vampire Princess Miyu 

Collection $19.95 


FINAL FANTASY 1987- 
1994 CLASSICS $29.95 


PERSONA ORIGINAL 

3 CD Set! $44.95 


NEON GENESIS 


RECORD OF 
LODOSS WAR 
BOX SET 
VOL. 1-6 $84.95 


EVANGELION 0:7 
$19.95 


Grand 

PINALH 


FINAL FANTASY VI 
GRAND FINALE CD 

$19.95 


DRAGON BALL Z181/2 

CD $19.95 


FINAL FANTASY IV 
ORIGINAL CD 


CHRONO TRIGGER 
3 CD SET $49.95 


CHRONO TRIGGER 
BRINK OFTIME $19.95 


VAMPIRE HUNTER 
THE ANIME VOL. 2 
$69.95 


EVA - 01 LM HG 
W/Catapult 

$39.95 


EVA - 01 LM 
SMALL $29.95 


EVA - 00’ LM 
SMALL BLUE 
$12.95 


FINAL FANTASY V 
ORIGINAL 2 CD SET 

$49.95 


FINAL FANTASY 
SYMPHONIC SUITE 

$39.95 


EVA - 03 LM 
SMALL $12.95 


SACHIEL 3RD 
ANGEL LM 
SMALL $14.95 


ZERUEL 14th 
AnjeKM SHU 


X/1999 

CALL! 


THE SLAYERS 
VOL. 4 $16.95 


NEON GENESIS 
EVANGELION 0:8 
$19.95 


FINAL FANTASY IV 
CELTIC MOON CD 

29.95 _ 


FINAL FANTASY VI 
3 CD SET $54.95 


Y’S SYMPHONY ’95 

$19.95 


Surround yourself with insane anime and game related 
wall scrolls. Complete your favorite series collection. 
Game Cave carries multiple scrolls from your favorite 
series. ENJOY! ALL SCROLLS $19.95 each 


Gundam Plastic Model Kits 

The most popular mech series in Japan has supplied us all with 
bouquet of amazing products, anime, music, resin kits, games, 
and model kits. Call Game Cave now to order any of our amaz¬ 
ing MG/HG Gundam kits. (All kits 10") 


FINAL FANTASY 
LOVE WILL GROW 

CD $24.95 


SECRET OF MANA 2 
ORIGINAL CD 

$19.95 


FF7 COSMO CANYON 


OH MY GODDESS 


FF7 AERITH 


RISING GUNDAM 
HG $19.95 


ZAKU 2 CLEAR EDI¬ 
TION MG $34.95 


SHENLONG GU 
DAM HG $19.1 


SAKURA WARS 
SATURN ORIGINAL 

CD SI4.95 


VAMPIRE HUNTER 
ORIGINAL 2 CD 

SET 339.95 


Cloud Strife 


EVANGELION 
PAINTED REI 


STREET FIGHTER 
ANIME VOL. 2 CD 


SAILOR MOON 
VOCAL 1 $19.95 


FF 7 CLOUD STRIFE 


and receive $5.00 off vour order 


NEON 
CRN ISIS 


SPECIALS ARE LIMITED TO STOCK ON HAND, AND IN MOST CASES QUANTITIES 
ARE LIMITED. ARTWORK COPYRIGHT THEIR RESPECTIVE COMPANIES ALL 
RIGHTS RESERVED. IMPORT PLAYSTATION GAMES ARE NOT COMPATIBLE 
WITH NEWER SYSTEMS, CALL FOR INFO. SHIPPING AND HANDLING ARE 
EXTRA. CALL FOR CURRENT PRICES. PRICES ARE SUBJECT TO CHANGE WIT! 
OUT NOTICE. RETURNS ARE SUBJECT TO A RE-STOCK FEE. 
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Music 
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COLLECTOR 

CARDS 

DRAGON QUEST 
box set $34.95 
card packs $2.95 
FINAL FANTASY VII 


box set $54.95, card packs $4.95 


SAKURA WARS 



box set $49.95, card packs $3.95 




GAME CAVE’S MUSIC CD PICKS OF THE MONTH 

Ruro Ni Kenshin (Departure CD) $17.95 
Toki Meki Memorial Piano Coll CD $19.95 
X-Men vs Street Fighter org. CD $39.95 
Alundra original CD $34.95 









Discount 


NAMCO MUSEUM VOL. 4 
IMPORT PLAYSTATION $19.95 


All specials are while supplies I; 


PLAYING CARDS 

PLAY POKER IN STYLE WITH GAME CAVE’S 
DIVERSE COLLECTION OF ANIME RELATED 
METALLIC PLAYING CARDS. 


EVANGELION: 

$9.95 

RANMA 1/2: 

$7.95 
DRAGON 
BALL Z: $8.95 
SAILOR MOON SUPER S: $8.95 


AIRGRAVE IMPORT 
PLAYSTATION $49.95 


SPEED KING 

IMPORT PLAYSTATION $39.95 


SEGA AGES VOL. 1 
IMPORT SATURN $29.95 


RAIDEN DX IMPORT 
PLAYSTATION $39.95 


D-XHIRD 

IMPORT SATURN $39.95 


ZAP! SNOWBOARDING TRIX 
IMPORT SATURN $24.95 


PLANET JOKER 
IMPORT SATURN $39.95 


“NEW” GHOST IN THE SHELL SPECIAL 

Get Ghost In The Shell original music CD 
with Shirow Masamune artist 


SKULL FANG 

IMPORT SATURN $29.95 


NEW ANIME T-SHIRTS 

MOST ANIME T-SHIRTS $12.95 
ALL SHIRTS AVAILABLE IN MEDIUM / 
LARGE/AND X-TRA LARGE 

Sailor Moon S • Dragon Ball Z • 
Tenchi Muyo • Ranma 1/2 

Ghost In The Shell & Akira $16.95 


Visit; Our Web Site! 

WWW. GAM 


Register to win a 


GXTV Moni 


• Order Online 

• Online Catalog 

• Internet Only Specials 

Drawing held bi-monthly, winner notified by mail. See site for details. 



FREE OFFER! 

JOIN THE GAME CAVE CLUB! ! 

FOR A FREE MEMBERSHIP FILL OUT THIS FORM AND [ 

SEND IT IN! YOU’LL RECEIVE... \ 

•A $10.00 OFF MAIL-IN COUPON \ 

• A GAME CAVE CATALOG, AND MORE! ; 

NAME & AGE-1 

ADDRESS_j 

CITY_! 

STATE & ZIP_j 

PHONE #( )_! 

E-MAIL ADDRESS_! 

MAIL TO: GAME CAVE 421 E. HUNTINGTON DR. MONROVIA CA. 91016 ! 


G F 0 0 
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SWISHES! 

B3C333-: 

—Hi 



Open 7 Days A Week, Monday thru Friday 8am- Info 


7pm. Saturday and Sunday 8am-5pm PST 1111 U ^B M / BB JP fej fj "fjl J. 

Game Cave Welcomes All Dealer Line:l m \3LJ3l SOU I OUU 


and Wholesale Accounts! 


























































































'.mm® m 


Expe: 

hesi: 

CONS! 

with 

diff: 


Includes 


CAPCOM CO.. LTD. 1997 © CAPCOM U.S.A., INC. 1997 ALL RIGHTS RESERVED. RESIDENT EVIL and RESIDENT EVIL Directors Cul are trademarks ol CAPCOM CO LTD 
CAPCOM is a registered trademark of CAPCOM CO.. LTD. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 















